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In this delightful game you control BLOB, 
the Biologically-Operated Being, navigating 
him through 500 act ion- pa eked screens to 
rebuild the unstable planet's core, 

Bubble Bus' Starquake is one of the 
biggest-selling games for home micros, due 
to its incredibly-addictive gameplay and 
cleverly-animated graphics. It has received 



such accolades as Game of the Month in 
Computer and Video Games, and was 
awarded a Crash Smash. 

• What reviewer Bob Chappell 
said about the Atari version: 

'Starquake is top-notch fare > * . 
quality dripping from every byte r 













m 

£i . 




Suitable for 


Product 


Format 


RRP 


Special 
reader offer 


YOU 
SAVE 


Offer including 
subscription 


Atari 8-bit 


Starquake 


Tape 


£8,95 


£4J5 


£4 


FREE 


(48k minimum) 


Disc 


£12,85 


£6.95 


£6 


FREE 



Don't miss 
out on this 
tremendous 
offer - fill in 
the coupon 
on Page 61 
without delay. 



i 



N.B. Current subscribers 
can re-subscribe early to 
take advantage Of this 
vary special opportunity. 
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News 

All the latest from the ever-changing world of the 8 bit Atari. 

Basic Revealed 

View a program's token tables with our easy-to-use program. 
MicroLink Ne ws 

More information on Britain's online database for micros. 

Biorhythm 

At a low ebb? Check your ups and downs with this super routine. 
Jigsaw 

Pick up the pieces with this colourful and entertaining routine. 

Programmer's Challenge 

We give you the program to solve the problem we set you. 

Cassette Verify 

Having tape saving problems? Here's a utility to solve them. 

Reviews 

We look at Zybex, Thunderfox, Winter Olympiad... and more. 

Map 

Plan your route through the subterranean caverns of The Eidolon. 

Hints and Tips 

Help for gamesters continues with The Eidolon and Spy Hunter, 
Rouloc 

Our resident adventurer has some hints for The Dungeon, 

Birthday Bonanza 

Atari XE Games system and £500 worth of software to be won. 

Mine Runner 

It's a dodgy business with our tricky golden game of the month. 

Software Solutions 

Your programming problems solved by our technical wizard. 

Five Liners 

Another set of prize-winning mini programs from our readers. 

Easy Programming 

We look further into simple animation techniques using Atari Basic. 
Mailbag 

Your chance to get your news, views, moans and name in print. 

Winter Olympiad 

We look at the company behind this super sports simulation, 




All major listings in this issue 
are accompanied by checksums 
to help overcome typing 
mistakes. For full details of how 
they work, see the article on 
page 23 of the November 1987 
issue of Atari User 
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Link your Atari to the outside world with.. 

mkfoUnh 



Electronic mail - The cheapest 
and fastest form of 
communication possible. It costs 
the same to send a message to 
one mailbox as to 500! 

Telex - Link tip with 96,000 telex 
subscribers in the UK and 1.5 
million worldwide. You can even 
send and receive telexes after 
office hours or while travelling, 

Tel ernes sages - Type in your 
message before 8pm and 
delivery is guaranteed by first 
post the next day (except Sunday); 
anywhere in the UK and USA, 

Tele-bo oking - Reserve train and 
theatre tickets, check flight details 
worldwide, or order from a vast 
range of products - from flowers 
to floppy discs, 

Tel esoft ware - Download directly 
into your Atari any program from 
the ever-growing library now 
available on MicroLink - both 
games and utilities, 

Company searches - Obtain facts 
about any British limited 
company in seconds, and fully 
analysed financial information on 
over 100,000 major companies. 

Translation - Access the biggest 
end most up-to-date 
multi-lingual dictionary 
in the world, with 
over 380,000 words. 

News - Use the powerful search 
commands to pinpoint vital 
business information from the 
world's leading news services, 
newspapers and periodicals, 

Radiopaging - If you also have a 
pocket radiopager you'll be 
alerted each time an urgent 
message arrives in your mailbox. 
So you're always in touch. 

Gateways - Get through to New 
York in just five seconds - or key 
into the EEC computer in 
Luxembourg, which links you to 
600 databases throughout Europe 



When you join MicroLink you've got 
the world of communications at 
your fingertips - 24 hours a day. 
You'll have immediate access to 
ALL the facilities offered by 
Telecom Gold ... and a great deal 
more besides. 
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Two recommended packages 



if you have An 850 interface 

Pace Nightingale manual modem 
+ cable (£116.15) PLUS Mini 
Office II [£19.95). 
Totot price: £136, 70. 

ff you don't have art interface: 

Miracle WS2000 V21, V23 modem 
+ Datatari interface + cable + 
Datatari software. 
Totsf price: £149.95. 

With either combination you can 
also log on to other databa&es 
and bulletin boards all round the 
world. 



All you need - apart from your Atari 
- is a modern, which plugs into your 
telephone wall socket, plus suitable 
communications software. 

We have provided two possible 
options on the left. 

Whichever equipment you use, 
you will be able to call MicroLink, 
open your mailbox, save to disc any 
messages waiting for you, and dis- 
connect in as little as two minutes. 




More than 
90 per cent 
of subscribers 
can connect to 
the MicroLink 
computer at 
local call 
rates. 



TO FIND OUT MORE 
Fill in the tojpoM and 
send it to the address 
below Von wiH receive 
full details of services 
and costs, together with 
an application form. 
Complete this and 
within days you and 
your Atari will be able 
to use all the services of 
MicroLink and Telecom 
Gold J 



{ 



Please send me full details about MicroLink, and information 
sheets about the following hardware and software options 
Iplease tick): 

Pace package □ Miracle package 



r\.= Tl = 



Address. 



Postcode. 



Send to; MicroLink r F urn pa House. Adlington Park, 
Adlinqtori. Macclesfield SK10 4NP 
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Cashing in on 
price rises 



THE Atari 8 bit could be 
heading for a boom — cour- 
tesy of price increases 
which have hit the ST range. 

While Atari has consis- 
tently cut production costs 
and pared its own margins, 
it has now announced thai it 
can no longer absorb the 
financial difficulties caused 
by the world shortage of 
memory chips. 

The shortage sterns from 
Japanese restrictions on 
chip production - prompted 
by trade disputes with the 
States, 

And particularly affected 
are dynamic random access 
memories (drams) which 
are at the core of more pow- 
erful computers — and for 
users this translates as the 
higher the power, the h igher 
the price, 

In turn, this means that 
the 520 and 1040 STs have 
been hiked by a hefty £100 



each. Trade sources are 
positive this will boost 8 bit 
sales, 

"We expect the recent 
price increase on the ST to 
make the Atari games 
machines a more attractive 
proposition'', one leading 
dealer told Atari User. 

"After all, you can now 
buy a complete Atari games 
system for little more than 
the amount of the price 
increase". 

Atari has been trying for 
some months to buy out a 
chip manufacturing com- 
pany "so that we are not 
subject to the whims of third 
party suppliers" according 
to one company spokes- 
man. 

And should the venture 
prove successful, prices 
could again fall, 

But in the interim, the 8 bit 
market seems set for a 
resurgence. 



Gadgets Goulding 

'Joins up 9 



REGULAR contributor Len 
G old i ng has landed a plum 
job - thanks to his articles in 
Atari User. 

Len, who has been writing 
for the magazine since its 
early days, is perhaps best 
known for his gadgets 
series. 

And tt was this that caught 
the eye of Earl Morse, who 
is the science coordinator 
for American forces in Ger- 
many and provides mate ri- 
als for USAF schools 
throughout Europe. 

The 147 schools, with 
thousands of pupils of all 



ages, all have computers 
installed - 2,000 of them. 

Earl was so impressed by 
Len's articles that he's 
signed him up for a contract 
to assist school teachers 
with science-related pro- 
jects in the classroom, 

Regular readers need not 
worry however, Len will still 
be contri buting to Atari User 
and has a host of gadgets in 
the pipeline, 




Joystick 
is going 
a bomb... 

WHEN is a joystick not a joy- 
stick? When it's a hand gre- 
nade of course. And that's 
the problem with Robtek' s 
latest offering for the Atari S 
hit market 

The unusual design of its 
Terminator joystick has 
already caused security offi- 
cers at Heathrow airport to 
refuse to let the device on 
board an aircraft. 

"The trouble is that the 
Terminator is too realistic", 
said a spokesman for 
Robtek {01-847 4457). 

"Airport authorities at 
Heathrow caifed us and 
asked if we would warn our 
customers not to try and 
take the grenade-shaped 
device on board planes as 
hand luggage. 

"Rightly they are con- 
cerned about the poss- 
ibilities of someone 
removing the cables from 
the joystick and threatening 
the flight crew with what 
looks for ail the world like a 
real hand grenade". 

Robtek is now enclosing a 
leaflet with all new 
deliveries of the Terminator 
joystick warning customers 
not to try to take it on board 
as hand luggage. 

Price £19 95. 



Silica 
backing 
for 8 bit 

Ataris 

A MASSIVE commitment to 
the 8 bit games market has 
been made by Silica Shop 
with the purchase of 5Q,QQQ 
roms. 

"Our reputation was built 
on the Atari 8 bit and we 
have no plans of dropping it 
in favour of the ST" r said 
John Hambly, Silica's 
buying controller. 

"'We have a warehouse 
fulJ of software for the 
machme with a tremendous 
selection of both old and 
new titles", he said. 

The announcement from 
Silica comes as Atari is 
trying to set up a dealer net- 
work of 20 shops to promote 
greater support for the 8 bit 
market. 

Plans to introduce new 
software display shelving in 
selected dealers stores are 
at an early stage, but some 
retailers are treating the 
new initiative with a little 
scepticism 

Harry Nadler of Red Rat 
Software said: "It is a great 
idea if it works. Had this 
happened about two years 
ago then the Atari 8 bit com- 
puter may have had a higher 
profile in^the market place 
than it has today"* 

Conversion 

AFTER a successful debut 
on the Commodore 64 and 
Spectrum, Nebulus - from 
Hewson (0235 832939) - is 
being converted for the 
Atari 8 bit. 

"'Originality pays hand- 
some dividends", said man- 
aging director Andrew 
Hewson. "We've had a 
number of approaches for 
the various conversion 
rights". 
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X marks comms 
blackspot 



COMMUNICATIONS prob- 
lems caused by British Tele- 
com's new System X appear 
to be on the increase, 

Difficulties arise when the 
new digital system is con- 
nected to the older ana logue 
exchanges. To make the two 
compatible BT has had to 
attenuate the signal. 

One outcome of the drop 
in level is that modems have 
difficulty in maintaining the 
line once logged on, 

Rob Flemming of Pace 
Micro Technology said: 
"We have had a number of 
complaints from Atari users 
who are using our Night- 
ingale modem. After a good 
deal of research, as well as a 
large number of expensive 
phone calls, BT admitted to 
causing the fault" 

According to Flemming, 



communication difficulties 
appear to get worse when 
dialling from one System X 
exchange to another. 

"Not only are outgoing 
lines attenuated, but incom- 
ing lines as well, Between 
two new exchanges the loss 
in signal level is dramatic", 
he said. 

A spokesman for British 
Telecom told Atari User', 
JJ We are aware of the diffi- 
culties being caused by our 
modernisation program. 
Once System X is in use 
nationwide it will actually 
improve data transmission 
and reception. 

J 'To overcome the 
immediate problems. Atari 
users in a System X 
exchange can request British 
Telecom to unattenuate the 
line". 



Loading chart leader 

THE latest budget title from Atlantis - League Challenge 
- roared straight to the tap of the Gallup Chart, However, 
as several readers have pointed out the hading instruc- 
tions on the inlay card are incorrect - instead of holding 
down the Start and Option keys, it's only necessary to 
hold down the Stan key. 



Drive delay rapped 



ATARI UK is letting the side 
down, according to Karen 
Sutherland, manageress of 
computer dealer Atari World 
in Manchester, 

The attack comes after 
repeated enquiries to Atari 
about the availability of disc 
drives for its 8 bit games 
machines. 

For despite Atari's 
announcement of its XF551 
drive last summer, supplies 
still haven't reached the 
shops. 

"I am furious about the 
situation", said Karen. "If a 
disc drive was readily avail- 
able I coutd sell at least 30 to 



40 a week. Every time I con- 
tact the people at Atari to 
find out when supplies will 
be available they just say 
they are waiting for a boat- 
load to arrive from 
Singapore, It must be a very 
slow boat". 

One outcome of the 
shortage is that the older 
1050 drive is maintaining a 
high second-hand value 
with prices in the region of 
£95. 

An Atari spokesman said: 
"We are still waiting for the 
disc operating system to be 
finished, which it should be 
in the next couple of weeks. 
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Compiled by Gallup/Microscope 



TITLE 

{Software House} 


PRICE 


SPEED ACE 

Zeppelin 


299 

faiVV 


R0CKF0RD 

Mastertronic 


299 


STEVE DAVIS SNOOKER 

Blue Ribbon 


199 


SPACE SHUTTLE 

Firebird 


199 


POLE POSITION 

Atari 




MILK RACE 

Mastertronic 




FOOTBALL MANAGER 

Addictive 


299 


SPOOKY CASTLE 

Atlantis 


199 


PLATFORM PERFECTION 

US Gold 


995 


NINJA MASTER 

Firebird 


199 

1 IVV 


LEAGUE CHALLENGE 

Atlantis 


199 

1 lilt/ 


GAUNTLET 

US Gold 


995 


PANTHER 

Mastertronic 


1 QQ 


FEUD 

Mastertronic 


199 


HENRY'S HOUSE 

Mastertronic 


199 


GH0STBUSTERS 

Mastertronic 


1.99 


WINTER OLYMPIAD 

Tynesoft 


9.95 


FREEWAY 

Activision 


9.95 


ACE OF ACES 

US Gold 


9.99 


180 

Mastertronic 


2.99 



There are nine new entries this month, including a few old 
games making their appearance in the chart. The first game 
from Zeppelin goes to number one, followed by the entry of 
two old favourites in second and third positions. 
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ONLY FROM SILICA 

Finally. theres a personal computer Ihal nol only eOlv« pioblema lika oltw compular*. but alia »lw 
Ifw one p-'Obiem lhar cmai rximptilari. have created AnardaHllty Silica Shop in peaaed ta preeeril lha 
ST f*n go at jianonDlt'bLSlnass compjlcrs Irnrr Alan Tie G-T woi design*^ jliliii'ig Ilia i--nM 
LvBaktnro.up.hs in somHMnducIc" tBchnc*orj:f. cfurSucinQ 9 p*r*0***J «rnpvi9r 1hit parionna lasts wvlh 
fewer pant Which moeha 1 CWI l*V> to maka. And leu ic bt . "ho il;cs: 3" zomculon new include 
bull) In power supplies, and bultl In disk r>nvo*. The T OS operating syalem and GEM window *^f<ffi*nWit 
now on ROW ch*ps wtuch are already inalalled in Pie ST keyww'd Thl» «n»blei eiilcanallc muant 
bootinrj whan- you switch Oft Silii^a Snop an* pleased to. nflar 1ha complete Attn ST urge Cur it*- order 
rxLiHihuHi i ii. -iii iftifir ii Sicr.uri anc wri nave J retail nL:ttls j: Sldcup, Lion I'ojm n ji^nham OMaTl flcn 
.. a Kall'lcqai i L!.<^rd Utrectl We haw bibM voir* e.qrtf-^tee ot At*' I prOduCl*. l<SA{>*r than any onr*r 
UK company, and are we* rtlWi listed 09 lh* JK'* Mo 1 Atari specialist. WIHn a group turnover al ovurfft 
lillion BM) u"i aucwi Cd 3D ualT. wa crrnef you unbeatable service and support We provide sever*! 
Utilities which you wit hnd invaluable during your Atari compuUnn life iM mOel Ot lh*»* lacilillfl* in 
unliable ONLY FROM SILICA. We tuMHI lh*t y(H< road Ihrough wtua a* have la otter, before you 
oeckta where ro pu/chaee your Atari 5T. 

FREE STARTER KIT - Only From Siiica 

Yifm-i i.i (j.iiT:haui any Aian 5-T keyboard, yixj Mill nut only receive I he boat value lor mor^v c-iirnpulor 
on tno marlei, bLlyou wi also raceme It-* following, f'o-n Al*ri Coppreiion a* oan nfiha package: 

' BASIC Langvtot Oi»i ' BASIC JU*m»r • ^TOwnerr Ma/mar ' TCli'ri&U -on ftOW 
ir yOv bvy 1 your RT fran Silica Simp you anil alto receive 

" ^Ctflrarrw SamoAsT - mivur spwhies prvgrvm ' ft* WW) - rVtvrf nwtw 
In ldditur wa at Silica wuc'd lite io W yCKi jtl o#1 lu a Hying irart wlrh your new compular, 10 «c I-jye- 
pul K>flMh«r a ipacial ST STAR TEH KIT worth aw£lDO, Which we are giving away FM1 Of CMMQE 
piiih ar<ary ST computar purchased a.1 our normal relnil pricae Thla kit 4 •villable QtiVt FPiDU SILICA 
and ia aimed al providing uwriwHh « **uabh> irilrodnCliiYi if! enft BOdd ol cnmfHinr>3. W* ara conUnuilly 
upgrading iheST Fjl81Ar Kit, mhtcti trinca^ii pjbllc dornao and Mhar Icemad saftmrarB.aa well aa booaa, 
magajlnaa And Bccauortn all relevant 1a ST computing. Ratun the Gwpun bekjw tor lull CHAaitl 

DEDICATED SERVICING - Oniy From Silica 

At Silica Shop, wo have a dHWcalad urvne depart mart ol mm Ml lime AlBri leaded IMrMioal *l*f1 
This lean ib ►otany derjea^ad lo wrviting Alari eompo»f profluct* Thalr accunvjlalad knowledge skill 
and aip*"i*<V* makAt rham saennd ta nana >n thalr Held. Toil can b* sura 1bei any wck carried oul by 
lham la at lh* hlghwt Mandard. A standard ol aemicing wtudi wa Mliev4 you will line; ONLY FBOll 
SILltA In addkllm hi prtrvidipg Hull I4rv>0lng raelllcias tc< Ara/I ST compiitan {both In and dl- ol 
wttrintyl. cur laam la al» aUa ta pntar rrwnary and mpdulalc bpgradn ki ST computer. 
1Mb RAM UPCSHACUL Our upgrade nr 1ha atanctant Atari 420ST-M „ 52C5T-FM ksyboard will 
Ircnsase the memory from ta b mBMiw T32*# \\ i l«M t y«ar warranty and is avallabla 1ram 
Silrcaalan addfliunal rui»ll price yf only E»a6i:+VAT i E10Q| 

TV MODULATOR UPGRADE: F.- cj can upgradu tha IMOiT-f to wiclutfe a TV mcduiator ad 
rnal you cam than uta ll wlh ycur TV sel. This is an irtlarnal upgrade and doe* fHK irvvolwi *rvy i.niiiy 
BMternBl tunaa. A cab*e Lo connect your ST IO any dO**IW! TV i* includad in tha pne* a* tt>a lapgnda 
which ia only WB (inc VAT) Tno .jfafraiT* is auio avaiubla 1nr Darly 52DSTT computers al the same price. 

THE FULL STOCK RANGE - Oniy From Siiica 

We aim In- keep ttook* <i< all Atari raaatad prcducu and cur Marabous* carries a stock at cmr t'A milhcr 
Wa import nwiy aprTwar* 1lbVaa duracl Iran one USA and you will lind thai we ha.v« nvw rylofttW in 
adwance ot many our compelilon OnHka deakno who may only ai«A aalaclad tiiku, wa hava the full 
'anga. In •dd^ion. we carry a camplaeB lira pi all backs which, have been wMler about I he ntati ST. A 
ranoa u wide as, o jn Ii jornelhlrg yau will lind is avallabla ONLY FROM MLICA. 

AFTER SALES SUPPORT - Only From Siiica 

Rau auurad rnal whan you buy your £1 Irom &*o» Shop, you wit) be lutty aupponed Our rraa madatoga 
qis* nawa ot releases and developments. Thi? will hjlp so kaap ycu up ia data with now softwara ralaaios 
•a wall AS whafa hapfionirvg in Ihw Alarl mark at Ana in acUltlon, our saJea atari are al tha erd of a 
mlApnr.na Una (a aarvlca oil ol yg.L' A1nn requiramarls ll you puicriaU ari ST from Silica and wooU llk« 
any techmcak advwe. ww ha» a lu* lime lechnie* fcwjpofl l«am so h*ap ?qu gat iha baat tram your 
compute! Becfem mu hawA bflrlh tha alan and 1ha> syHnma ipacdlcally dedtcwted bo provtdinB atlar sales 
10rv<* on Atari STT .Kimcuian, am are oonhdent tnat our usera eqjay an a seep 1 1 one I hr high level oi 
iLvpcrt. Tho can be ,-acai« OHLT PAOH SMC*. 

FREE CATALOGUES - Oniy From Siiica 

Al Silica Stop, wa racngnisB that sanoue users laquir* «ri irv4*plh ifHoimaalon aarvicfl. which n why wa 
mail tree wweieHe*e *rd pnee litu 10 Our STT nwriari. Thua a/a up la 4S pagoa Ipng and a/a emmrrved 
with rajchnlcal dau.i aa wall ai ipaclal colors jrd prooucl cesenphons U ycu ia-a already purchaeed an 
ST and woutd like lo have your name added lo our mailing ifcjr yjleAM comnlAia tna coupon 1 raturn It h 
ub. Trin intormBlioii service i« ^AilAtilA ONLT FROM SILICA 

FREE OVERNfGHT DELIVERY - From Silica 

Moat DTjem are proweeed MrtHugn Uor ccwripuaw wimin 54 hours ol racatviog 1twm. Meat hardwara 
Orrjawa ara aanl by tha oiarniohl GHOL-P A courTar sanncB FHEE. Of CHARGE 1c- cualomeie wilhin the 
UK. Thai method hBTpa la ensure <nlnimu<n delay and maximum proeaeiion 

PRfCE MATCH - Oniy From Siiica 

Wa hopalhil tho comhriBllDn o) our low prices. FREE UK deawery aenrica. FREE Slarlar *t*i and FREE 
arier sales support, will beenOuQN 10 make you buy your A La/I aqulpnvant 1rnm SAca. Snap, ir however, 
i .he r« neumftihing you wish ia purchai* and you Mnd one at our campelllora artanng it ad a lawer price, 
tnan plaaia contact our sales beparlmBrl, provldiro, us wilh cur cumpellioi's mhhih. hiMkmi. arni 
teiephona numbe*. M cur compelitor oas the good* in atnek. wa will normally match Iha Dflar |an a soma 
pfodua - Mm* prica' na&d) ancihil prunda you wnh our ncrmol 'ree ce- very Ae realise '."ibI wea>e nol 
bha only company who will match acompetilo' spr-c*. Hov/evar. il you came La ul Icr e price march, you 
will also be entiled 10 our aher salee ae^ice. iftdvding Traa nawalattwia and lachnical iL?pot This 
n-jin i -.ii piicH inAK.n i:n.i jh ralh* r ipaclal. tomoltwtg you will receive OMLT FROM SILICA. vVe don't 
want you lo go anvwhareelse tor yot* Atan producla. So sfop al Sihi* Ihw L ^'e *Jc' Au-i SpACialiir 



+VAT=£299 



SO MUCH FOR SO LITTLE! 

There is nothing thai can compare with the incredible value lor money offered by Atari's 
520ST-FM. For only £260 r>VAT=£299}, you can purchase a powerlul 512K RAM computer, 
with a 95 hey keyboard (Including numeric keypad), MIDI interlace, GEM, a palette ol 512 
colours, mouse controller, and a 512K built-in disk drive. The 520ST-FM has a TV modulator 
built-in, and comes with e lead to allow you to plug 1 1 straight into any domestic colour 
television sel, The mains transformer is also built-in tn the keyboard, so there are no mes-sy 
external boxes. You couldn't wish for a more compact, powerful and stylish unit. Atari ST 
computers are now firmJy established in ihe UK, there are nearly 50O software titles already 
available for a wide variety of applications and Ihe list Is growing all the time. And that's not 
Fill When ygLj buy your new 520ST-FM (or any Atari ST computer) from Siiica Shop, you will 
get a lot more, including a FREE Silica ST Starter Kit worth over £100. Read the ONLY FROM 
SILICA section on the reft, to see why you should ouy your new high power, low price 52DST- 
FM Irom Silica Shop, the UK's Nol Atari Specialists, For further details of the range of Atari 
ST computers and the FREE Silica ST Starter Kit. complete and return the reply coupon below, 

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299) 

LS20ST-FH wfth 51 JK RAH i MM rnonrh* £399 4 inc VAT) Upflfaok <™n S12K RAH to 10.4K HUM £1M i inc VAT 



ATARI 104OST-F - NEW PRICE 

We are pleased to announc* a new reuuead prlc* pa*nl or* lh« 
luatlST-f which is new juajiabla far only £499 |*n0 VATf. Th* 
1 940 * a powartul computer with 1Mb of RAM and also includes 
a built-in 1Mb double *H>ad Syj,' dlalc driue. The 1040 has, been 
designed for uBe an buBin*» arid proTHalonat pppiicHtmns 
itkmI ol which require ai high reOPluUcin morwctlfom* V ooaour 
mofillrx 11 does not ttiendcen have an RF modulator for uH 
mnV< a domwllc TV sat Uodulalors can be fitted for £49 fare VAT). 

TtHMT-f tiMOtm WSflWtoTMlWrtPf H9§ lYnc r»Tj 

WUST-F ff<rnt* fl + rtlun f*t SMtXMiHW ».<UkX CJH fms WTt 

If you would like hirlhar details ol tha nmjsi-i . ■elinn ihe coupon nrinu 

MEGA STs NOW IN STOCK 

For Iha ueer *hO l*qjU|fa* avan mora RAH bnan th» 5Sf> or 1040 
STs otfer, Lhe new HCGA S cuiraulera e?e no* A-.e lahm 
Thota are two MEGA STs, one with 2Mb of HAM and ID* ulher 
Vvilh a iTujeali/iA 4MTI Hoth naw compulars are fully com oalible 
will- ci'Miiia S - '!- anij ro,n currently available $T sottwara. Tha 
MEGA ST't t&s Uyldd th an evoJMndable CenlrBl FTooRaalrvg 
Unit wiin opem erehneciura and a, dMaetiflbla heyboa'd. They 
erne (jpplmrj wdn GEM, a free mouse conlroOer ard alt eotlrae 
H vrMh thfi 520 (X 10*0, Prlcw ai* w follows: 

wr \\A SDm rTarnua'J » CPU £HWVr wtrt 

VtQ* yr 7Vt **>T>P»H ' C*V ■> SUM Won? OonrtP OttlWVATl 

WFG* STiVO ^«rtwrr t c^l-i ttmfiiKVAT> 
WES* 3T4W tfi-vwo ' C*U J S*fi£S s*xv ^apmipr ttaaf/iitewn 
H you would *ht lure>er deuih irf ihe ME(JA iTi, raiurn tweoupao below. 



ATARI 




f Tor SIPci Shop Ltd, Dipt ATLSfl 058ft, M Th- Mrn, HmhtrWy Road, SlOCvp, Km, DAH 40X ^ 

PLEASE SEND ME FREE LITERATURE ON THE ATARI ST 



WirlHeVMi: 
Address: 



Si DC U P ( Bl Mail O rder ) Ol -3O0 1111 

1-4 The Mews, Hatherfay Road, Sidcup, Kent, DA14 4DX 

LONDON 01-5SO 4839 

Lion House (1s1 ttoor), 22T Tottenham Court R<t, London, WtP OHX 

LON DON Ol -629 1 2 34 ert 3914 

Self ridges (1st floor), Oxford Street, London, W1A 1A& 



I 
I 
I 
I 
I 

^ c 



Initials: Surname: 



Postcode: 



II so, v*hicii one do yr>g wnl 





powerful home 
and business 



programs in just 
ONE package — at 
a price that simply 
can't be matched! 





WORD PROCESSOR 
Compose a letter, set the print- 
out options using embedded 
commands or menus, use the 
mail merge facility to produce 
personalised circulars - and more I 

SPREADSHEET 
Prepare budgets or tables, total 
columns or rows with ease, 
copy formulae absolutely or 
relatively, use a wide selection 
of mathematical and scientific 
functions, recalculate 
automatically - and more! 

GRAPHICS 

Enter data directly or load data 
from the spreadsheet, produce 
pie charts, display bar charts 
side by side or stacked, overlay 
line graphs - and more! 



DATABASE 

Build up a versatile card index* 
use the flexible print-out 
routine, do powerful multi-field 
sorting, perform all arithmetic 
functions, link with the word 
processor - and more! 

COMMS MODULE 
Using a modem you can access 
services such as MicroLink and 
order a wide range of goods 
from flowers to software, send 
electronic mail, telex and tele- 
messages in a flash - and more! 

LABEL PRINTER 
Design the layout of a label with 
the easy-to-use editor, select 
label si/e and sheet format, 
read in database files, print out 
in any quantity - and more! 



OR DICK FORM 



Please sentl me Mini OHiec II for the 
Atari 400/800/XIJXE (48k required), 
on S'A" disc for £19.95 



I enclose cheque made payable to 
Database Software h or debit my 
AecessA'isa card: 

• rrm m~n rrm rrm 

Exp. date I I 

Signed 

Name 

Address 



ORDER HOTLINE. 
TEL: 0625 879920 



r-i a T" A n A CC CT^CT'WA O C Europa Hons*, Arlington Pork, 
UrVIADAjt jKjT i WARL Arlington, Macclesfield SK1G41 



SEND TO: Database Software, 

Europa EIuum.', AdHngttw Park, 
Adlingtun, Maocl«rveld SKI ft 4NP. 



4NP. 



J 



Feature |— 



Learn your 
token tables 

ANDRE WILLEY ends his look 
at Atari Basic by giving you a 
program to investigate listings 



I START this month's final look into 
the inner workings of Atari Basic with 
a small apology- If Y ou read my 
Checksum Buster article in the April 
issue, as a good many of you did fud- 
ging by the mail we have received, 
you might have been a little upset 
to find the message APRIL FOOL 
splashed all over your screen. 

Sadly, re-assembling a line of text 
from a three digit checksum is impos- 
sible - there are many different per- 
mutations which can generate the 
same value. Apart from being a lesson 
in never trusting anyone - not even 
me — it does teach us quite a few 
useful things about how Basic works. 

When you used the program, typing 
LIST just caused a page of jovial text 
with no fine numbers or command 
words to be output So, how can a 
program exist in a tokenised — or 
SAVE format - fie If it contains noth- 
ing that could have been correctly 
tokenised in the first place? 

The answer is that Basic only checks 
for the validity of a program line when 
you type it in or use ENTER, ft 
therefore assumes that any SAVEd 
tokenised file must have been error 
checked at the original time of entry 
and is now syntactically correct 

What Checksum Buster does is 
create a file which is correct in terms 
of the individual tokens and pointers, 
but makes no sense as a logical 
program. 

To understand it further, lets take a 
look at the file format used by Basic 
when you type SAVE or CSAVE. 

The bulk of it consists of the token- 
ised program lines themselves in the 
format that we have been looking at 
so far. The variable name table must 
also be saved because the tokenised 
version of a program holds only the 
variable reference numbers and is 
meaningless without the correspon- 
ding names. 

For some reason a SAVEd file also 
contains the complete variable value 
table I really don't see why it couldn't 
have been re-generated at LOAD time, 
saving a couple of hundred bytes on 
even the shortest of files. But Ef you 
know, why not drop us a line? 

The only other information required 
by Basic is the contents of the zero 
page ram pointer table which is saved 
at the start of the file - see Figure L 

One problem with saving this 
address pointer table is that it is only 
applicable to the current system 
set-up. If r for example, you decide to 
move from a cassette system to a disc 
one, the value of LOMEM will be much 
higher due to the presence of Dos. 

Since the first entry in the zero page 
table is LOMEM itself the first two 



bytes in a SAVE format fiie will always 
be zero - calculated from LOMEM 
minus LOMEM, Similarly, the second 
two bytes - which represent the 
address of the variable name table - 
will always be 256 because this table 
is 256 bytes from LOMEM. 

These seven offset values take up 
the first 14 bytes of the file, and are 
followed by the variable name, value 
and statement tables containing all 
the actual program lines. 

The final element of the file is the 
current statement line - numbered 
32768 - which contains whatever 
command Basic was currently 
processing. 

Normally the last thing being 
worked on before a file is written is the 
SAVE command itself, and this is what 
you would usually expect to be found 
here. 

This file format is shown in Figure II, 
but you might like to see it in action for 
yourself by typing in the listing. As 
written it will only work on disc files 



because there is no facility for random 
access within a tape file. However, 
cassette users might like to try modi- 
fying it to read a complete file into 
memory and examine it from there. 

Type it in and check it with Get It 
Right! before running it. Be especially 
careful with lines 6400 to 6520 which 
contain a machine code routine. 

After you type RUN, the program 
will check which version of Basic you 
are using and read the various rom- 
based text tables into the pseudo 
string arrays CMD$ and OP$. These 
will later be used to display the correct 
text for each available token. 

Once this is complete you will be 
asked to enter a filename. Use the full 
name - such as D2:FILE.BAS - of the 
Basic SAVEd file you want to view. 
The first 14 bytes will then be read in 
and the rest of the file scanned to 
obtain the correct NOTE and POINT 

Turn to Page 10 p- 



Figure I; Basic's 
zero page 
pointer tsble 



Address 


Name 


Function 


128/129 


LOMEM 


Lowest memory address 
accessible after Dos. 


130/131 


VNTP 


Variable name table pointer 
(start address of VNT} 


132/133 


VNTD 


Variable name table dummy 
(end address of VNT) 


134/135 


VVTP 


Variable value table pointer 
(contents of variables} 


136/13? 


STMTAB 


Statement table (start address of 
tokenised program) 


13B/139 


STMCUR 


Current statement (address of 
final tokenised command line) 


140/141 


STARP 


String/array pointer {address of 
string/array contents) 


142/143 


RUNSTK 


Runtime stack (internal GOSUB/ 
FOR.. NEXT addresses) 


144/145 


MEMTOP 


End of current Basic program 
space 


(Ait addresses stored as two bytes, 


in standard 6502 low-high format/ 
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values for each of the file segments 
we are interested in - the variable 
name, value and statement tables. 

You will then be shown the infor- 
mation obtained from the first 14 
bytes and be asked if you wish to view 
the variable name table or a program 
line. At this point you may also toggle 
between printer output and screen 
display by pressing the spacebar, or 
press the Escape key to select a new 
filename. 

The variable listing will show the full 
name and reference number for each, 
variable in the table, including those 
which may no longer be in jse in the 
main body of the program. You will 
also see what type it is and the data 
stored in the variable value table- 
Numbers are shown in an expanded 



BCD layout, although you could 
change lines 1190 to 1270 to print 
them in normal numeric form if you 
wish. 

The program listing will look very 
different to the form you are used to 
seeing from the LIST command. 
Individual statements on a single pro- 
gram line are shown separately, with 
an overall header for each and with 
each statement being numbered, 

I've also omitted much of the 
normal expansion of string and 
numeric constants - so all numbers 
will be shown as nnn and all strings 
will be shown as $$$. 

Equally, lines containing standard 
Ascii text - such as REM and DATA - 
will be shown as $$$+EOL in place of 
the text itself- Variables will be dis- 
played at VarQ, Varl, Var2 and so on. 
Implied commands will be shown 



inside square brackets - such as the 
implied LET on a line tike: 



'30 HUPSEMU 



which would be shown as: 



[LEO Varfl=rmn 



PROGRAM BREAKDOWN 



10-70 Initialise, dimension strings, and so on 
80-90 Print the title message 
100-250 Get filename, open file scan and store 

NOTE values 
260-350 Print file's header information 
360-510 Menu choice and printer/screen select 
* function 



inting out variable 



name tab I 



e information 



1000-1120 Get variable name and value data and 

print the name 
1130-1130 Check for which type of variable 
1190-1280 Print numeric variable information 
1200-1350 Print numeric array information 
1360-1410 Print string variable information 



Printing out program listing from statement table 



2000-2080 Get line number and print length details 
2090-2100 Print segment number and length 
2110-2130 Get command token and print expanded 

version from CMOS 
2140-2290 Get each operator token byte in turn, 

print expanded version from OP$ and 

check for special cases such as 22- EOL- 

and 20 - end of statement 
5000-5040 Subroutine to call Get- bytes routine fro m 

8GET$ 



Initialising strings 



6000-6040 Test for Revision A, 6 or C and gives a 
Basic error if none of these 

6100-6170 Create CMOS from command token table 
in Basic rom 

8200-6270 Create OPS from operator token table in 
Basic rom 

6300-G360 Add special cases such as implied LET 
and so on 

6400-6430 Read BGET$ data for binary Get byte 
routine 

6500-6520 Data for machine code bi nary Get routi ne 
10000-10010 File format error handler 



These changes have been made to 
help you see the structure of the pro- 
gram without being distracted by the 
finer details. After all, if you'd wanted 
to see a normal listing, all you needed 
to do was type LIST, 

If you try out this program on the 
Basic file created by last month's 
Checksum Buster you'll start to see 
how the seemingly impossible was 
created. AH the lines of text were 
stored in the variable name table, with 
the final character of each in inverse 
video to foot Basic into thinking they 
are just long variable names. 

So you've discovered that a 
complete program can't be made from 
its checksums, but you might have 
learnt more about the way that Basic 
functions and also that the tokenising 
systemi is not quite as rigid as it first 
looked. 

There is a well known saying which 
applies very well to computers, and 
especially to Basic: It's impossible to 
make anything completely foolproof 
because fools are so ingenious. 



Part 1: These values will be added to LOMEM 
to form the zero page ram table. 


Bytes 


Contents 


Function 


0/1 


0 


File format flag (zero) 


in 


256 


Displacement of the variable 
name table from the beginning 
of part two, plus 256 


4/5 


DVNTE 


Displacement to the end of the 
variable name table from the 
beginning of part two, plus 256 


6/7 


DVVT 


Displacement of the variable 
value table from the beginning 
of part two, plus 256 


8/9 


DST 


Displacement of the statement 
table from the beginning of part 
two, plus 256 


10/11 


DSTC 


Displacement of the current 
statement line from the begin- 
ning of part two, plus 256 


12/13 


DEND 

i 


Displacement to the end of the 
file from the beginning of part 
two, plus 256 


Part II: Starts at byte 14 of the file 


0 

DWT-256 
DST-256 
D END -256 


VNT 
WT 
ST 


Variable name table 
Variable value table 
, Statement table 
End of file 



Figure H: SAVE, and CSAVE file format 
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10 REM TOKEN! SED BASIC PROGRAM VIEWER 
20 REM BY ANDRE UlLLE V 
30 REM £c) ATARI USER 

40 rem 

50 DIH FILE$(30),INP*(30fl),8UFFER$(250 
0), SPACES (&0),CNOS(&00), DPI ( 10001 ,BGET 
1(4*) 

60 BUFFERS<1)=' *:BUFFERS^5flflJ=' *:BU 
FFER*(2)=aiirFEHS: SPACE*sBUFFEftl:£HlJS = B 
UFfERS:OP3=BUFFERt:OPEN #3,4,0/K;' 
70 GRAPHICS 0 : POKE S2,0;POKE 752,1:7 : 
7 1 PLEASE WAIT 20 SECS - CREATING TA 
BLES';? :G05UB 6000:6010 103 
80 POKE 82 ^ 0: GRAPHICS 0 : SF TCO-LDR 4,9,4 
:1 ■ TOKEN I SE 0 BASIC PROGRAM VIEWE 

tr 

90 7 :7 " Copyright CO Atari U ae r , 

Hay 19Se-':7 :RETURN 

100 REN *+ INPUT NEW FILE 

110 GQSUB 80 

120 TRAP 100:? :? :? :? 1 Enter new 
filespee: l ;:INPUT *16,FILEJ:POKE 752, 
1 :7 

130 CLOSE #1 sOPEM #1,4,0,FILEJ 

1*0 7 ' PLEASE UAIT: Scanning fit* n 

150 GET #1,A:6ET #1 / B:«EHI r OsH*B*256ilf 
NEMLOO0 THEN 10000 
160 GET #1,A:GET #1 ,B : V»TP=A*B*256-2S6 
:IF NEHLOoVNT THEN 10000 
170 GET *1,A:GET #1 ,B: VKTD=AtB*256-256 
1,81 GET #1,A:GET #1 ,B: VV7P= A*-B*256-2 56 
190 GET Ml ^ A : GET #1 ,B:ST,NTA8=A+B*256-2 
56 

200 GET #1,A:GET #1 ,S : STflCUR=A + B* 256-2 
56 

210 GET #1,A:GET #1 ,fi : S T Afi P=A+B*2 56- 25 

6 

220 NOTE #1,VNTSECT,VNTBYTE:NN=VVTP:G0 
SUB 5000 

230 NOTE *1 ,YVTSE{T,VVTBVTE: NN=STMTAB- 
VVTP;GOSUB 5000 

240 NOTE *1,STM$ECT,STNB1TT£;NN=STMCUR- 
STflTAB: G05UB 5000 

250 NOTE *1,CURS£CT,CURBrTE:NN-STARP-S 

THCUR:GOSUB 5000 

260 R EH ** PRINT INFO TABLE +* 

270 GOSUB 80:POKE 752,1 

2S0 POKE fi2,2:7 :7 1 HEADER TABLE: OF 

FSETS FROM LONEM':? ' ';:F0R 1=1 TO 3 

2:7 C*tRS(13);:NEXT 1:7 

290 7 :? 'Current file: ";CHR$-{34); FIL 

EI;CKRSC34) 

300 ? :? 'Start of VARIABLE NAME TABLE 
: r ;VNTP+256 

310 7 'End of VARIABLE NAME TABLE: 
';VNTD+256 

320 ? "Start Of VARIABLE VALUE TABLE: 
';VVTP+256 

350 ? "Start of STATEMENT TABLE: 
'; STMTABf 256 

340 i ILRRENT STATEMENT Pointer: 
VSTiClift+25* 

350 7 'Last byte of progran area: 

360 OEM ** MENU CHOICE ROUTINE ** 
370 POSITION 2,1S:1F HODE=0 THEN 7 "Kc 
y (1) to shoy Variable Nane Table, " 
3S0 If MODE=l THEN 7 'Key (1) to print 
Variable Mane Table,'' 
390 7 ' (23 for prograi line Lutin 
g/:? 4 or ESC to select a new filespe 
C 

400 POSITION 1,22:7 '{Press the Space 
Bar to toggle output':? 'between the S 
CREEN and the PRINTER) ; 
41g GET #3, OPT 

420 IF OPT=32 THEN MQ0E=AB5(MODE-1):G0 



TD 340 

430 IF OPT-27 THEN 100 

440 IF 0PTO49 AND OPT<>50 THEN ? CHRS 

{253);:G0TO 410 

450 POKE &2,0 

460 IF mi-d THEN CLOSE £2;0PEN #2,8, 
0/E:':PGKE 752,1 

470 IF HO&E=1 THEN CLOSE *2:OPEN #2,8, 
0/P;';7 #2:&RAPHICS 0:POKE 752,1 :7 :7 

PRINTING - PLEASE MA IT" 
4*0 IF 0PT=49 THEN GOSUB 1000:REM FOR 
VARIABLES 

490 If OPT=50 THEN GOSUB 2000:REM FOR 
PRGHAM LINES 

5 00 IF MODE=0 THEN 7 :? :? " <«Pr 
ess any key for rtenu>»"; :GET #3, OPT 
10 GOTO 260 

000 R E n SHOW VARIABLE DETAILS ** 
010 7 *l' f " Variahle Nane Table of "; 
FILES 

020 SECT1=VNTSE[T;BtTE1=VNTBHE:$EU2 

VVTSECT:B¥TE2=VVTBTTE:VARNO=fl 

030 CH=0:POINT *1,SECT1 ,BYTE1 : IF SECT 

=VVTSECT AND BTTTE 1 =VV TBYT E THEN RETUR 

040 ? #2:? #2;VARNQ;' YARNO<10 
HEN 7 #2;" '; 

050 IF UARNfklHB THEN 7 #2;" 
060 GET *1,A;IF A=0 THEN * *2;"0 

END OF VARIABLE TABLED RETURN 
070 IF A<128 THEN ? #2;CHRS<A); :CH=CH 
1 : SOTO 1060 

080 A--A-128:NOTE #1,SECT1 ,BTTE1 

090 POINT if1,SECT2,BUE2 

100 NN=3: GOSUB 5000 

110 NOTE *1,SECT2,6tT£2 

120 ? #2;CHR1(A);:CH=CH*1:G0SUB 1130: 

ARNQ=VARNO*t:GQTO 1030 

130 REN ** SHOy VARIABLE CONTENTS +> 

140 IF CH<11 THEN 7 #2 ; SPACE*< 1 , 1 1 -CM 

150 TYPE-ASC(BUFFERJ) 

160 IF TYPE=64 THEN ? #2;' UN-DINNED 

fiftAT: RETURN 

170 IF TYPE=128 THEN 7 #2;' UN-D1NHED 

ST RING': RETURN 

t80 IF TYPE>0 THEN 1280 

190 REN ** NUMERIC <8CD) VARIABLE +* 

200 ? #2;" BCD NUNBER:'; :NANT=PEEK(BU 

+2): IF MANT=0 THEN ? *2;" Zero s :RE7UR 

210 1 #2:7 #?;SPACE$<1 ,17); :1F MANT>1 
7 THEN MANT=MANT-128:7 *2;'- H ; 
220 MANT-NANT-64: FOR l=6UFi3 TO BUF>7 
230 NN=PEEK(n;HI = INTtNN/14^0.1):LO=I 
HT(KlKHI*16>+fl.1) 

240 ? #2;HI;L0;:1F I=BUf+3 THEN ? #2; 
250 NEXT I 

260 IF MANTO0 THEN ? #2;' * 1B4TjMA 
N T : RE TUHH 
270 ? #2:flETURN 
2S0 IF TYPE<>65 THEN 1350 
290 REN ** PRINT ARRAY INFO « 
300 ? #2" n ARRAY 1 

310 ? #2jsPACE£(1,17);'0ffset Address 
= ";P£EKCBUF+2HPEEK(BUFt3)*256 

1 320 7 #2;SPACES(1,17);'Diitension One 
■ ■;PEEK(BUF44HPEEK(BUF+5)+Z56-1 

1330 NN=fEEK{BUF46)^PEEK{BUF+7)+256-1: 

IF NN>0 THEN ? #2; SPACES (T-,17>;"Dimens 

ion Two = ";NN 

1340 RETURN 

1 350 If TTPEo129 THEN RETURN 
1360 REN ** PRINT STRING INFO ** 
1370 ? #2r STRING:" 
1330 ? *2;SPA£ES(1 f 17)^'Df-fjet Address 
* ";PE£K(SUF42)^PEEK(BUF<-3)*256 



1390 7 #2;SPACE$(1 # 17);-'Cijrrent Length 
= ';PEEK(BUF*04PEEK(8UF+5J+256 

1400 7 *2;SPACE${l,17);'Haj(iiium Length 
= ';PEEK(BUF+6)^PEEK(BUF+7)*256 

HT0 RETURN 

2000 REN *+ SWOy PROGRAM STATEMENTS *+ 
2010 7 Mi" PROGRAM STRUCTURE OF "; F 
ILES 

2020 POINT #1,STNSECT,S^8VTE 
2030 REN ** GET LINE NUMBER S 512£ ** 
2040 FINAL=0:GET ^ 1 r A r GET *1,B;LINE = A+ 
8*2 5 6 

2050 GET #1,SIZE:NN=SIZE-3:GOSUB 5000 
2060 ? *2:IF LINE=3276S THEN 7 *2;las 
t Idiiftediate toitmand'; : F1NAL=1 ;G0TO 203 
0 

2070 ? #2;line LINE; 

2080 ? *2;' C ;SI1E;' bytes LongJ' :S E G 

-0:CURR=0 

2090 REM ** PRINT SEGMENT DETAILS *+ 

2100 SE6=SE6M;7 #2;' c^SEG;', Offse 

:- ;PEEK(ADR(BUFFER$^CJRR};'>-, 

2110 REM GET S PRINT CONNAND 

2120 CU«R=CURR+1:BYTE=PEEK( ADR (BUFFERS 

JKURR) :CH=eYTE*104-1 

2130 EF CND$(CH,CH)oCHR3{ 255 ) THEN ? 

*2;CNDS(CH,CH);:CH=CH*1:G0TO 2130 

2140 REM *+ GET S PRINT EACH 0P-BHE + 

# 

2150 7 #2;* 'iili BYTE=0 OR BYTE-1 OR 
8TTE=55 THEN 7 ^2;- , S$$-EOL , :G0TO 20 30 
2160 CURR=CURH+1:BYTE=PEEK(ADR(BUFFER$ 
)+CURR) 

2170 IF BTTE=14 THEN ? *2;"nnn"; :CURR- 
CURR+6;G0TO 2160 

2180 IF BYTE=15 THEN ? *2;'SSS';:CURR- 
CUftR+PEEKCBUF+CUftR+l)+1: GOTO 2160 
2190 IF BYTE-22 THEN 7 #2:IF FIHAL=0 T 
HEN GOTO 2030 

2200 IF BYTE=22 THEN RETURN 

2210 IF BYTE=20 THEN CURR=CUfiRH : 1 #2; 

GOTO 2090 

2220 IF BYTE>127 THEN 7 #2;-'Var' , ;BrTE- 
128;:G0T0 2160 

2230 CH=BrT£*10+1:OK=1 :IF (BYTE>22 AND 
BrTE<28) OR (BYTE>40 AND Btt€<j|Sl THE 
N OK=0:7 My 

2240 IF OPS(CH,CH)OCHRS(255 i THEN 7 * 
2;OP*{CH,CH);:CH=CHH:G0TO 22 40 
2250 If OK=0 THEN ? #2** 
2260 IF 8YTE<>27 THEN 2160 
2270 BYTE = PEEK<ADR{BUFfE«)4CURSt1) : I F 
BYTEoU THEN ? *2: CURR = CLRR+1 :GOT0 2 
090 

2280 ? *2;'EGOTD] nnr»':G0TO 2030 
2290 GOTO 2160 

5000 REM GET NN" BYTES ROUTINE *« 

5010 BUF-ADR(BUFfERt) 

5020 IF JJN>J500 THEN CI0=USR C ADR(BGETS 

),1,BUF, 2500,7) :NN=NN-2500:GOTO 5020 

5030 If NN>0 THEN CI0 = USR (ADR(BGETS>,1 

,BUF,NN,7) 

5040 RETURN 

6000 REM SETUP TOKEN STRINGS ** 

6010 ViR=PEEK(43Z34) 

6020 IF VER=162 THEN STATTAB=42159:OPT 

AB=42979:REN REV A BASK 

6030 IF VER=2S4 OR VER=96 THEN STATTAB 

=42143:0PTAB=42974:REN REV B/C BASIC 

6040 IF OPTAi=0 THEN ? :? " ERROR: N 

OT REV A, B OR t BASIC":END 

6100 REM +* SET UP COMMANDS STRING ** 

61T0 NUH=0: ADDR=STATTAB: ? :? "COMMANDS 

6120 ADDR=ADDR+2 

6130 7 '♦••:IF PEEIC{ADDR)=0 THEN 6200 
Turn to Page 12 +■ 
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6140 CyRE-MUH+18+1 :NUFI=NUN+1 
6150 IF MEK<ADDRi>127 THEN 6170 
6160 CNDi(CUftR,CURS)=C«Rt(PEEK(APllR)): 
CUItR=-CURR+1 : ADD R=A 1 :GOT0 6150 
6173 tHDMCURR,CURR) = CHRJ<PEElC<MM)-1 
23);CMI>S(CUftRt1 / CL»RR+1)=CHRS{255):ADDR 
=AfrDH+1 :COTO 6120 

6200 REN SETUP OPERATORS STRING ** 

6210 NUH=16:7 :7 :? "FUNCTIDNS, ETC; 1 

622B AV-l>R s OPTAB 

6230 ? >";:IF PEEK C AD t>R ^ =fl THEN 6308 
6240 tURR=NUH*1flt1:NUH=JJUB*1 

6259 IF PEEK<AU>M>12? THEN £?7fl 

6260 OPt(CURR / CURR)=CHitSCP£EK(ADDR)hC 
U^R=C JRR+1 :ADDR=A0&R+1 :E0T0 6?50 

6 270 DPS(CLlRR,tURIt)=CHRS(PEEICUP0R)-12 
3> :0PE( CURS^-1 ^CURft^l >-CHH.«(25S3 :ADDR=A 

1 : GOTO 6233 
630& REM *+ ADD HON-PRlMTiNS CO&ES +* 
6310 tNDS(5*1,545)» n [LETr:CRD${546,54 
6)=CHR$(?S5) 

6328 CMDS(551,557)='ERR0ft* , iCtlf<5$*i 

55a)=CHRS(255) 

6330 QPSf i61,16i)=£NrH(54) 

6340 0PS(171,171)=CHRS<255) 

63 50 QP!<561,561)='C 

6360 OPS(57t,571)=T 

6400 REK ** SETUP H/C9&E ROUTINE ** 

6410 1=1:? ;? 5? "Br CODE: 

6420 ? "4';:IIEnC As IF A<>-1 THEN BGETS 

(I,I>CHRS(A1:I = I+1:&0T0 6420 

6430 RETURN 



6500 REM +* N/CORE PftTft ** 

6510 D-4TA 104,104,104,10,10,10,10,170, 

104,1 5 7, 69,3, 104, 157, 68, 3,104,157, 73,1 

6520 &ATA 1*4,157,72,3,114,11*, 157, 

3,32,«6, 226,152, 212, 169,0,133,213, 96,- 

1 

mW REM ** FILE ERROR ** 

10010 ? :* ' FILE FORMAT ERRQR v :EKb 
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L**d*rbowd 7.VS 

Super Huey I.*5 

Field of Fa*,...-.,. 
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221 Cannock Road, Chadsmoor, Cannock, 
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D OH ARK Cb*p EHu 

Living D«y%gfiti 4.95 1? 9* 

Trivial Puiw* tB.95 15.95 

ELECTRIC DREAHS Caaa. Dlic 

SpMitly 0.95 12,45 

DIGITAL INTEGRATION Caa*. Dlac 
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Mtrotnaty 7.95 10.45 
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DATA BYTE Ca*a. Dlae 
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W*r Hawk 1 .04 
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Micro Rhytvm 1 .99 
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Speed Ace 5.94 

HARDWARE 
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THE INDEPENDENT 
MicroLink User Group 

NEWSLETTER 



Bulletin Board 
update 

The MicroLink Bulletin 
Board has just had a spring 
clean, and a backlog of 9+000 
old messages removed, Bui 
at the rate at which it's being 
used, it won't take more than 
a couple of months to 
replace them. 

The Bulletin Board is an 
area where anyone can leave 
a public message, start or 
juin in a discussion on any 
topic or just ask for help. 

The range of subjects cov- 
ered is huge and always 
changing; cars are bought 
and sold, philosophy, pop 
musk and poaching argued 
about and the reasons why 
somebody's software doesn't 
seem to work are revealed* 

There are even the oc- 
casional trivia quizzes (well 
do YOU know how many 
electric tramways are still 
running in the UK?), 

There's nothing quite like 
it outside the world of com- 
puters, but be warned. It can 
be very addictive, 

Preparing for 
Prime time 

EVERYONE upgrades their 
hardware occasionally, and 
MicroLink is no exception, 
But it's not an Amstrad 
PC 1640 they're getting. 

For some time now, the 
rate at which people are 
joining has put a bit of a 



strain on the old Prime 850 
computer, and many users 
would agree that sluggish is 
perhaps a mild way to 
describe MicroLink at peak 
times, 

Now work is underway to 
install a Prime 9955 - not 
only has it got a lunger name 
hut il's faster and better able 
to cope with the increased 
demand. 

There's a lot of things to be 
done before the switchover 
can happen, software has to 
be changed and the digital 
detritus collected on the old 
computer in Us years of 
dealing with us humans has 
to be cleared up. 

Exactly how much better 
the new service will be isn't 
clear, although technical 
people tend to use words 
like "massively'* and get 
quite excited. 

We're all eager to find 
out . . . 



The MicroLink 
User's Manual 

ONE of the projects that 
MUG is coordinating is the 
production of the MicroLink 
User's Manual. Designed to 
complement the information 
given to every MicroLink 
subscriber on old Fashioned 
paper, the manual sets out to 
be an online way of 
describing the many facili- 
ties available on MicroLink 
from the point of view of the 
people who use them, 
At first MicroLink can 



appear to offer a bewil- 
dering selection of things to 
try, and even for experi- 
enced users the different 
options can be confusing, 
And there's always a way to 
do things faster, or at less 
cost, 

Of course, the information 
to help people do this has 
always existed* But it's been 
hard to find, and until now 
there hasn't really been any 
way for users to share their 
discoveries in such a way 
that others will be able to 
make use of them. The 
MicroLink User's Manual 
sets out to remedy this 
problem. 

At the moment MUG is 
collating the information. 
Sometimes the amount of 
data collected by users can 
be staggering - one sub- 
scriber mailed in over 200k 
of hints and tips saved up 
over years. Of course, we're 
just as happy to hear from 
anyone with one good idea. 

All the data will be 
indexed and made available; 
the exact design is still being 
discussed* but like anything 
else MUG does* it will he 
free to use* 

User groups 
are good news 

THE MicroLink Users' 
Group came about as a 
result of various subscribers 
asking whether there was 
any organisation run to help 
users, 

User groups in any area 



Odd offers 



THE prize for the most 
unusual use of MicroLink 
goes to . > . well, nobody 
knows. But the last month 
has seen some odd goings- 
on. 

There have been people 
advertising for goose shoot- 
ing, others looking for 
bu rned nut buildings and the 
usual range of online floral 
orderings to persuade moth- 



ers and Lovers that com- 
puters aren't so bad after all. 

But you have to take your 
hat off, if nothing else, to 
Keith Charming. He helps 
run CORAL, Clothes 
Optional Recreation and 
Leisure, a naturlist organis- 
ation dedicated to promoting 
the various activities 
enjoyed by those who feel 
happier without their 



clothes on. And with a bit of 
advertising on the Bulletin 
Board and a touch of help 
from MicroLink themselves 
he's gathering together all 
those on the system who are 
similarly inclined. 

Now lh.ii l has to be the 
most original use for Micro- 
Link. 

Unless (of course) you 
know better... 



are usually good news; they 
form a focus for ideas* opin- 
ion and self- help and give 
the users a collective voice. 

The flexibility provided by 
MicroLink and Telecom 
Gold make MUG particu- 
larly useful. There are no 
printing costs for newslet- 
ters and there's almost in- 
stant access to everyone in 
the group through the mail 
system* 

MUGs been going for 
about a month now, and 
we've already formed a team 
of people who have vol- 
unteered to answer queries 
and help anyone with 
MicroLink-relaled problems. 

It's a small 
world . . * 

... but full of Telecom Gold 
computers, it seems. The UK 
Telecom Gold system, of 
which MicroLink is the most 
active part, is just one sector 
of a global network called 
Dialroin. 

While MicroLink is System 
72. and other UK computers 
are in the range 70 1o 90, 
there are Dialcom computers 
almost everwhere. And Like 
international telephone 
exchanges* they've all got 
their own numbers, 

MUGger Adrian Mars is 
trying to find out just which 
computers are where, This 
might seem an eccentric, if 
harmless, hobby, but such 
information as is available 
on MicroLink is difficult to 
find and (apparently) out of 
date. 

And it could be the first 
step to organising an inter- 
national group of Dialcom 
users, which really would be 
a first anti another step 
towards the electronic 
community of tomorrow., 

If you know anything 
about the Dialcom network 
numbering si;hftme, then 
Adrian (MARS.ADRIAN on 
the mail system) and MUG 
would be glad to hear from 
you . ♦ . 



Suggestions of material for inclusion in the MUG Newsletter should be 
sent to Rupert Goodwins on MAG95816 
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MUCH MORE THAN A MAGAZINE 




PAGE 6 has been supporting Atari 
computers for 5 years - coverage now 
includes both 8-bit and ST. Get the latest 
copy from your local newsagent or by 
subscribing. 

We also support our readers in many other 
ways. 

* All 8-bit magazine programs on disk 
with bonus programs included 

* Books for beginners to experts 

* Dust covers for all Atari equipment 

* The widest range of Atari public 
domain software available anywhere 



Phone us on 0785 57005 for further details 
or visit your local newsagent today 




TOP QUALITY DISKS 
T ROCK BOTTOM PRICES 



S2F BULK PACKED-TOP QUALITY 


IS 


H 


90 


10Q 


1*0 


2M 


Bbgle Skted 48T.P.I. 


C5.« 


£'DB0 


Elfl.&D 


£3250 


HI .50 


£6 '.50 


Single Sh}«! HT.P.I 


Eb.M 


£10.75 


£13 OC 


£33.50 


£13.00 


EES 30 


ftwWfl SWwS 4BT.P.I. 


E5.&5 


£11.00 


CIS 55 


l54K 


£15.00 


E«W 


Doj&ia Sdsi 96T.P.I. 


C6.95 


£11.SQ 


ES0.M 


E3S.W 


E4B.M 


EWM 


Cwta 5<W Cvkwm} BT.P.I. 




f 13..75 


E2BL7S 


Ufl.SO 


£67.50 


E99 75 


CkhiHb SKted Rme-Eise 9ST.P.I 


^795 




t28.50 


EKJ.W 


tfiS.tt 


£102 50 


Cfltaur^d I RvfWSitte 49T P.I. 




E17 2& 


£38.79 


C63.3 


E&6 25 


E'29 .'S 


Goknired & Famti* B&T.P.I. 


E9 3E 


E18.75 


EW.50 




tM.75 


P43.75 



Pais ef :o 5 25T Disks arm win F-w PHw Uhrary Case jwor* £1.1911 
Cekwred OsKs «mt* tl iw colours (Red. BIjb, WNI&, Y»tr*, Gr«m| 
Pswere-btB tote hnra Urt ifrtkii rwH« ft"KJ h*o naltfwsl 
CokHir«d and rtivarsto* diks come in ftra otan and inyo r*e rxwa arc rotttos 
AJ Ceniec dste a-fl parted wdi t praiacwe (ackat -awe ope; and coma * ill Jser sel. rcJjdng a :nh:l 
a«l a *T(B prated Bab Tha dtsos are manuFadtorftd i& *>p infsnfiloral slardanas and hay* a huh mg Iff added 
(twwon «l -desks atrt out to qjbw -apJaomani p,*jnu» and are certified 1(30% «ngr 1r« 




Storage Boxes 

3,00' Lockable - Holds 25 
3.50" iockabie - Holds 40 
3.0CT Lockable - Holds 60 
3.50" LockaWe - Holds B0 
3.50" Lockabie - Hohfe 130 
5.25* LockaWe - Holds 50 
5.25" LockabJe - Holds 100 
5.25" Locfcabie - Holds HO 



£7.49 
E7.49 
£&.49 
£S.49 
£10.95 
£7,49 
£S.4S 



3,5* Cleaning Disc . £4.99 

5.25" Cleaning Disc ..£3.99 

Disk Notcher ... .£3.49 

ST Printer Cable £6.49 




PROFESSIONAL 
PRINTER STAND 

This <™r* printer stanc is. vary Sp-*» 
effiaefll as it tekus h.ifdly any mora moom 
man your printer. Due B the unique 
positioning of irm paper guide mechanism 
and refold mmparWanla that a «w 
atujvu rhe other, dhe desk sf*ACt 4 
atteciiTOly- hafred, The space sa*nng 
ctaSMjn arrows easy access » Thft paper 
rrorr both sides, r<i special dial contrallBd 
paper 1eed sys1C<n with adjustable 
<Juflycior plates ensures smoofi paper 
How and eulorWtlc refolding. 

80 Co! £29.95 

132 Col .,,,...£34.95 



COPY HOLDERS 




Copy Holder wilrs Adjusiable Arm 
Size 9.5" x 11,5" with smoQlh slide line guide - £19.95 
YU-H34 Copy Holder with Adjustable Arm 
Size 19" K 12* (A3)- £29-95 



SPECIAL OFFERS 
3.5 r DISCS + LOCKABLE BOXES 



20 k 3.5' DS-DD DISKS 
PLUS 

■dQ CAPACITV LOCKABLE BOX 
FOfl 

ONLY £24,95 



40 » 35" 05 0D DISKS 
PLUS 

10 CAPACITY LOCKABLE BOX 
FOR 

ONLY £44.95 



50 * 3 5" OS DO CUSKS 
PLUS 

SO CAPACITY LOCKABLE BQK 
j FOR 

ONLY £54.95 



80 k 3 3' DS-DD DISKS 
PLUS 

RID CAPACITY LOCKABLE BOX 
FOR 

ONLY £79.95 



3.5' 



Single Sided 135T.P.I. 
Double Sided 135T.P.I 



TOP QUALITY BULK PACKED DISKS 

10 25 50 100 150 200 

CI 249 £23.95 £46.95 £91.95 £129.95 £169.95 
£14.49 £26.95 £52.95 £96.95 £145.95 £189.95 



Rainbow Pack of five colours - New product! 

Style Sfctod 19STJP.L E1T.95 E35J95 ES2-95 C11955 £169.95 £219 95 

Double Sided ' 357 .P. I E19 95 £39.95 £75.95 CI 45.95 E214.95 £279-95 

Packs of 10 3.5' Disks come with Free Plastic Library Case (worth £1-49!) 
All discs are supplied with labels and are certified 100% error Iree 



CENTEC DISK SUPPLIES 

UNIT 3, THE METRO CENTRE, BRIDGE ROAD, ORPINGTON, KENT BR5 2BE 
TEL: (0689) 35353 (6 Lines) (24 Hours} Fast: 06&9 77737 

Pl*lt* (tgl* wo &p*r*te ■ call flPCfctng ■^■Vrnfi. Ouitld* Offlm hw** * iHephnnn nnaworlng niBchlno w>|l Cnka yn'-.f ^rdrtr 
RsnwnilMf - mil prfcw* Iftdudfr WAT ind dvUnrfl Tht*<J HA DO hldd-W *Klr« to p»yl PorHnil chII«» wricomn: Mandny Trldny 9,3(hnii.4.2Qpm 




VtSA 
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Utility! 



HAVE A 

cAltcc 



DAY 



GREGORY BENHAM 
provides a routine 
to plot the ups and 
downs of your life 

THIS easy-to-use program is based on 
a simple theory put forward by 
research scientists that the physical, 
mental and emotional states of the 
human body are constantly 
undergoing three fluctuating cycles. 

These are very similar to each other 
but differ in their frequency. Physical, 
emotional and mental states have 23, 
28 and 33 day periods respectively, so 
they are not usually in phase with 
each other. 

They are said to be activated on the 
day we are born and controlled by a 



18 REM <KKKXI0(NXKMX1UK>1KX 
20 REM * fllORVItiKS * 
30 REM # flV GREG BtNHQH * 
46 REM ft CO ATARI USER * 
56 ftEM KXKXKKKXMKKXXKXMXMX 

166 Dim c:i5eiB2« :msub ^oea 

116 DIM IN$(28I F MSfl26J , N$ t J7) , M$ (S73 

,N2S C37J ,DMti21 ,DY(12J 

120 M$=" MS (1281 z«5 : H$ 121 -MS: RESTORE 

its 

119 FOR 1=1 TO 12: REDD D:DMtlJ z&sMEKT 
I 

146 FOft 1=1 TO 12 I HEAD D ! DYCIJ^D : NEKT 
I 

15B FOfl I=D TO llrAEAD INS : MS (1*16+11 = 

INS lUEKT I:MStil5)=" <l 

168 DATA 31^6,31,36, XI, 36.11, 31, 16,31 

,38,31,1,32,66,31,121,152,182,213,244, 

274,365,335 

178 DATA JANUARY, FEBRUARV,ttAflCH, APRIL, 
HAV, JUNE , JULY r AUGUST , SEPTEMBER , OCTOBER 
,N00EMAEft r DECEMBER 

166 FOR 1=1556 TO 1&$3;BE;AJ> P ! POKE I,D 
1MEKT I 




kind of built-in biological clock. The 
listing here represents these changing 
moods by sketching standard 
sinusoidal waves in graphical form for 
any month since a person's birth date. 

The critical periods for us are at the 
highest and lowest peaks on the 



158 FOR 1=1654 Tfl 172HP0KE £,13:HEHT 

I 

26ft FOR I=17Z2 TO 1755: BEAD D : POKE I r D 
J NEXT I:H=USR(15343 

218 DATA 164, 165, 1,41,1, 246, 14, 165 ,12, 
141,43, 6,165, 13,141, 44,6,169, 1 , 133,3 , I 

ill, 12, 169, 6 
226 DATA 133,13,162,6,158,45, 169, 7, 32, 
92,221, 36,12,29, 6, 75,77,148,165,87.288 
.26,206,78 6,20 ", 

234) DATA 21, 166,6,165, 93, 61,94, 41 ,J?7, 
285, 6, 177 1 34 , 73 ,128, 145, 94 , 16? , U , 141 , 
78,6,76, 38,228,32 

24fl CATA U2,112,li2,73,a J 14*,9.9,9 P 9 r 
9,3,9,7,7,7,6,6,6,6,6,2,2,2,2,2,2,2,2, 
2,65,79,6 

25B &ATA 112. 112, 112, 7?, fl, 128, 2, 6,6, 6, 
6,2,65,112,6 

268 DATA 112,112,112,71,8,146,7,7,7,7, 
7,7,2,2,2,2,2,2,2,2,2,2,65,195,6 
278 GRAPHICS 8:? j CLOSE B1:P6 

K£ /&S.,Z96:P&KE 70S,8iPQKE 71Q,14:P0KE 

711,42 : POKE 712,134 
268 POKE 764, 255! POKE 756 , RAHTQP : POKE 



curves, when our moods will be 
correspondingly strong and weak. 
When all three peaks coincide we are 
therefore to be regarded as on the ball 
and buzzing or r in the second case, 
better off staying in bed all day. 

Since these cycles apply to 
everyone it therefore means that the 
three biocycles are running parallel, 
but individually with those of other 
people with the same constant phase 
lag depending on the difference 
between their birth dates, 

Biorhythm calculates this difference 
for each of the three categories and 
computes the combined average to 
give a figure as a percentage for how 
any two people's overall mood status 
compares, and hence determines their 
compatibility. 

The three main screen displays are 
all different display lists stored in page 
6 of memory enhanced by a custo- 
mised character set used throughout. 
If you study lines 3000 to 3360 you will 
see a number of techniques used to 
make keyboard input easy yet idiot- 
proof. 

When entering dates you must use 
the format DD/MM/YYYY: For 
example, 01/05/1988 or 1/5/1988 - the 
slash sign must separate the numbers. 
If you make a mistake the computer 
will either prompt you to re-enter the 
date or refuse to accept the input. You 
can erase any entry using the Delete 
key. 

The program contains many useful 
routines which add to the overall pres- 
entation: A flashing cursor, a totally 
re-defined character set and display 
lists have been used wherever pos- 
sible to enhance the graphic screens. 

N.8. I cannot be held responsible if 
you run the program and find out that 
you are not compatible with your wife. 



Bfl , B : POKE S3 . U$ 

29ft POKE 560.79:P0KE 561,6:PCK£ 37,4 
168 CHBA5;PEEK(756J*256;T0P5ChUPEEK (83 
i+PEEKi8S) *256 

310 RESTORE 340:fOJ! CDU6 10 3: BEAD 
ETJF0R I~8 TO 7 

I2& POKE TOP (1*101 Mfl+CQL , PEEK tCHB 
fl5 + I+L£5ETM3J3 

330 next imexi C01 

148 DATA £4,41,47,58,46,57,52,40, 45,51 
358 P6KE 8?,2:P6KE &B , 11 3 : P05ITI0* & , 6 
:? KB : "SEBHCSiS!" 

168 P8KE 47.1: POKE 86 , 168 : PG51 T ION 3.8 

} 7 ite; "DO ¥00 Haht Tq- J1 

$78 POKE 67,8:P0KE SB, 242:? tl " [11 

calculate a Bifl*cnpw ia tf 11 12] cut 
uute Cowpati&i l sty" 
i«e 1 " m Exit froH program"! ? :? 
"pleass j presj required nunber Key Jt 

398 0PEH Hl,4 f t # n K: J ' 

468 GET fli,K:K-K-4fl : IF Ktl OP K>J THEM 
*8B 

Turn to Pag* 16+- 
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< From Page 78 

418 OK K GOTO 1098, Z880 , 45*1 
47* GOTO 27ft 

45i CLOSE HI J? CHBS (1251 : POKE 37,2-POK 

£ «a,ieo: poke 7S5,8:POKE ?ift,i34 

46ft POSITION 8,0;? H6J "by" EPOSITION 4, 

is? Mf'^^aconiEr 1 

470 POKE 87,l:P0KE 88, 188 J POSITION 2,1 
j? 'ATARI USER 1 " 

488 LIH-486;F0R &EL=1 TO 78:*EKT &EL : G 
070 56 ft a 



U58 POKE Aa^SiPOKE B9jl36iCOL0R 2:F0 
H 1=4 TO 154 STEP 5! PLOT I,6:MAHT6 I, 
4: PLOT IH,6:QRAHT0 E+£,4iIEXT X 
1188 POKE 17, 8: POKE 138 1PQKE 752, X: 

position 8,o;? -wi^aiszmiiccn^ 

117Q POKE 37,i:P0KE J3,22«LPO$niON ft, 

i:» i»; lp Physical n»tionai iHD 

1188 POKE 87, 7: POKE 88, 26: POKE 6? ,123: 
COLOR 13 POKE 786, 136 i POKE 789, 204: POKE 

718. 54: POKE 712,, 17G 
1198 PL8T i,«i8RAKTO l,63:ORAHT0 155,6 
— ■ 1 



100- 

270- 
450^ 
1000 - 

1120- 

2000 - 

2200- 
3000- 
3100 - 
3200- 
4000 - 



4200 - 4290 



4300 - 4330 



5000 
9000 



PROGRAM BREAKDOWN 

260 Read the data into variables and the 
Display List data into page ft 
Display the menu screen 
Find the end of the program display 
Enter information to be used in 
calculating the bio-curve 
Display bio-graph screen and draw the 

Interlnformation for calculating bio- 
compatibility 

Display bio-compatibilities screen 
Control keyboard entries 
Accept name input 
Accept date input 

Calculate the difference between the 

two dates - 
Calculate cycle phases in terms of 
days and avoid numeric overflow 
errors 

Calculate bio -compatibility as per- 
centages 
Play a tune 

Set-up the new character set 



-420 
-4B0 
1110 

1340 

21 BO 

2310 
3070 
3160 
■ 3360 
.4100 



-6170 
-9160 



1668 GRAPHICS 6: POKE 7S5,2!P0KE 789,12 
: POKE 718, 112: POKE 712, 112: POKE 756, Rd 
HT0P;G05U& 3008 

1818 ? CHR£ti25l;? "Enter Birth- date": 

GOSUB 3288 

1620 pl=0:Nl=H:Yi=Y:IF ERR I HEN G0SU& 
3560:ERR~0:GOTO 1018 
1838 POSITION 2,3,? "Enter todays dat 
e":GD5UB 3283 

1848 »2 = r>:tt2=H:Y2=Y:IF EAR THEN G0SU6 

358B:£RR=Q:GOT0 IflJO 

iflSft IF Yl>¥2 THEM 10?6 

1088 IF H1>H2 AND YI-Y2 THEN 18? H 

1078 IF 6D-&2 AND N1-H2 AND YUY2 THE 

N 1898 

1866 Xiu TO 1188 

1691 GOSUB 3588 ; GOTO 1818 

1166 GOSUB 368fl:IF EAR THEN ERR=8:£GT0 

1118 GOSUB 4083! BAYS=PAY5-02:&0SUa 428 
6;YR=Y2:ND=DM<H2J rlF M2^2 A NO LPS THEN 
HD-LP3 

1120 LP3-8:0PEN B2,4 ,6, "S:":DEG IPOKE 
756,RAHT0P 

1130 POKE 568,112 I POKE 561 . 6 : POKE 37,1 
:PDKE 96, 8; POKE 09 f 123 
1148 POSITION 3,0!? «6fHStN2*18-5" f HZ*l 
81 JYH IPOKE 37,7 



3 I PLOT fl.SUDWAHTO 159,31: COLOR 2 J PLOT 

2,15:DRAWTO 4,15 
1268 PLOT 3,14:&RAHT0 3, 16: PLOT 2, 47 it 
RAWTO 4,47 

1218 Ci=23:PC=(388/CL)*PHtC=lrl05llft 13 
88 

122ft CL "28'PC- (3&0/CL)#EH:C=2:605U& 13 
ft* 

1236 CL-33 . PC- [368/CL)*MM:C^3!G0SU6 13 
88 

1246 POKE 67, 8 i POKE 38 r 44;P0KE 99,139:. 

POSITION 4,8:? "Press any hey to retur 

n to »enu M :LIN=i238:60T0 5888 

1258 GET tti,K; CLOSE 01 

1268 POKE 87, It POKE 38, 8: POKE 69,120 :P 

65ITIQ4 3, ft:? ttC ; " 

1278 POKE f?,7:P0KE 88,28;? Bb ! CHft5 Ci2 

53i CLOSE tfZiCOTO 276 

i 3 88 P I-ftT N £1 J #4 : PD -P 1/ 1 61 : L G= (3 6 B#ND J 

/CL 

1310 COLOR C3PL0T 2,-SI*IPC*PB)*38*3I 

1328 FOR U9 TO LG STEP 7 

133fl KiINT((155*l*NI>/JULGM2.5) :Y=-SI 

N ( tI+PC)*PM*3fl+3i : SOUND 8, Y,I2,4 

1348 DRANYO K # VfHEKT I:50UH0 8,8,8,8;* 

ETUBB 

2B86 GRAPHICS 6 L POKE 78?, 12: POKE 718,1 
12;P0*E 712 > ii2:P0«E 755,2 fPOKE 756, RA 



HT0F:GOSUB 366ft 

2018 HLi= ,f "i! "4Enter 1st person's nan 
e r, n;o$u8 siafl^iSzKSiNSr'*" 

282ft ? "44Enter 6irth-date": GOSUB 3289 
:6l:D:Hl=H!Yl:Y 

2838 IF ERR THEN GOSUB 5580 :£Rfi = fl :G0T0 
2820 

2846 GOSUfl 3610: IF ERR THEN ERR=3 :GGT0 
2888 

2850 ? CHRSU2S> :N25="":? "iEflter 2nd 
person's name" : GOSUB ?iee:N?$=N5it*3-" 11 
2868 ? "*±£nt*r B if th-date" 5 GOSUB 320& 
3D2-&:N2zH:Y2=Y 

2870 IF ERR THEN GOSUB 3588 :ERH^8: GOTO 
2868 

2«8ft GOSUB 3688: IF ERR THEN ERR -6! G8T0 
2880 

2186 IF 01^02 A«P Hi=H2 AN& Yi=Y2 THE* 
? !? "45flHE tATE! ! " :f OP 9EL=1 TO 288: 
NEHT DEL: GOTO 218B 
2110 IF V1>YZ THEN GOSUB 2178 
2128 IF YKY2 THEN 2180 
2138 If m>H2 THEN GOSUB 2178 
2148 IF H1CH2 THEN 2l8ft 
2158 IF D1>D2 THEN GOSUB 2l7ft 
2160 GOTO 2188 

217B t3=Dl: Di-D2^02=63JM3:H11H1=«2:K2= 
HI : Y3-Y1 :VUY?: Y2-Y3 :DF-i : RE TURN 
2198 CLOSE HI I GOSUB 4080: GOSUB 4288 
2288 POKE 568,195i POKE 561 , 6 I POKE 755, 
6 

2218 POKE 76O,42:P0KE 7fl9,138:P0KE 716 
,8: POKE 711,202! POKE 712,8?? CHRS (125) 
2228 POKE 07 ,2: POKE 88,1 : POKE 89,i46iP 
OSITION 1,6,7 W;"cg«patibility %" 

223ft ? R&r' "I? 1*6 

2248 ? tt6: IL T rrmTT UHT 

>*tit+« sn/ia 

2250 ' B6: ri !™innFn -- — -": CIHT tftBS (EP 

)*i6+ft,B)j/ie 

226ft 7 »6 ; "J (IKT(«S(I* 

)#lBt& F SJ)/18 

Z278 ? BB ^'tVUjtrn " r HMTfiftflSfftP 

)*ie+e.5>j/ie 

2368 POKE a 7, 8: POKE 88 , 140 ! POSITION 2, 
It? Nl$t? !? B25 

2318 POSITION 3,5i 7 "Press 'C for hftr 
e CftNffttibUltiis":f " « 1 to re 

turn to mnu" :LIN-2328: GOTO 5800 
2320 K-PEEKC76*1:IF KOifl AND K<>37 TH 
EN 2328 

233ft P6KE 764,255!P6KE BZ^^POKE 30^8 
2340 FOR 1=3 TO 6: POSITION 15,1:7 06;" 
"iiEJtl I 

2358 POKE 87,8tP0KE 6Sh148:F0R 1=8 TO 
SipOSITION 6,1:? 11 

11 : NEHT I 

2358 GRAPHICS 8 3 IF K=37 THEN DF = 6iG0TD 
276 

2378 IF &F TKEK D 1 -H : Jil=K3 1 VirY3 1 &F=0 
2388 POKE 755.2:P8KE 789 h 12:P0KE 716,1 
12: POKE 712,112 

2393 POKE 7S6.RANT0P;0PEN »1,4,8,"K :": 
GOTO 2858 

3886 POKE 6S4.0:1F PEEK(1BJ)127 THEN P 
OKF 16, CPEEK£16)-12&) 
3610 RETURN 

3828 POKE 85, PEEK (85) -1:? " "J : POKE 8S 
.PEEKSBSi-l 

1638 IF 1=8 THEN RETURN 
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1946 IF N = » THEN 11 = 3 : 1-I-l L N=R- ( £1-1) 

AMD (D{£tt)-m = £) AND frKl&J)IK 1 = 0 

THEN I=1:H=1:P«KC fl5,l 

3938 IF 1=1 AND l>E TtlEN IW$;STR$(DJ :IM 

SHI)- 11 

3flfi9 IF I-Z m m THEN lN$=5TRStMI;I» 
$iW=" , 
3979 RETURN 

3if9 i=i: 11=1 if 

3110 If W<1 THEN H=i:MKE es.i 
3129 1999 ! GET B1>K:IF K-155 THEH 

? : RETURN 

31JB IF *>J7 THE* 1 !? "Q+Kaiie too Ion 
j-plfase re-enter":? :G9T0 3199 
3149 IF IK (65 QK K>122) A NO NO 32 AND 
C0126 9ft fK>90 AND K<*?1 THEN 1129 
3159 IF K-126 THEN N :H-1:GQ5UB 3929 3GB 
TO 311 S 

3169 ? CHftStKJ: ^) -CHR5lKJ ■1=*+1:G6 
TO 1129 

3269 1=1 iN=lit£=f :«=(<:? ,T *Ent#r date 

in th# forn Dt/lpVVVVr 1 1 ? 

3216 

J2Ifl IF 1=3 AMD N=5 THEN 3 271 
3234 TRAP 3260: POKE 702 , 64: GET HI . K 
3240 IF K-126 THEN N=N>l;£QS(je 3620: GO 
TO 3229 

3256 IF It (47 OR K>57 THEN 3229 

3266 ? CHRf tltJ ; : IF K<>47 THEN IHSCK.N3 

=5T«$(IC'4«:N=N+l:60T0 322B 

3279 OH I GD5UB IJOfl , 3320 , 3349 I IF ERR 



THEN fttTURW 

3269 H-l E 1=1+1 ! IF 1)3 THEN RETURN 
3299 GOTO 3216 

3309 D~VAL£IN£}:DE=1:IF J>(1 Oft 5) 31 TH 
EN 3360 
3319 RETURN 

3329 ►KVAL CIHi) :rE=l:IF HQ Oft N>12 TH 
FN 3360 

3330 RETURN 

3349 Y=VAL(IN9) ilF LEH(IN$> <>4 OH V<1? 
72 THEN 3366 



This is on* of hundreds of 
programs now available 
FREE for downloading on 

mkroUoh 



3358 
3369 
3400 

flu 

3599 

= 1 TO 

3606 

3616 

3619 

3626 



RETURN 

GQ5U6 3409 i TRAP 40696: RETURN 

? it "fi+InuaUd Pat^C'jERR^isRETU 

1 :? "ailncDrrett Entry?" : FOR 6 EL 

5B0:HEXT BEL:? Crift$<U5) AETufiN 
? :? "ils this correct £V/NJ 

GET U,K:IF (07S MP K<>85 THEN 
IF K=70 THEN Efifl-i 



3636 RETURN 

4666 BOT$=CY2-V1)*365 

4616 FOR I=fi TO Y2;LPi-I- CUT (X/4)«4) 

: LP2 = J - CIHT ¥1/1691*166) 

4929 IF LFi-B AND LPIOO THEN »AVS = DflV 

5+1: IF 1-n THEN itUtl 

4939 NEKT I 

4949 IF V2-CIITtY2/4)*4)-0 AND Y2- (INT 

(Y2/16ftl*166} 0« THEN 4070 

4656 Ni-DV +61-1 : N2=DY (KZ) 

4869 DA^=BAY5'K1+N2:HETUNN 

4879 FOR 1=3 T9 12 ! 0Y(I) =0Y (I) +1 : NEXT 

I 

4066 Hl-fiVCm) ^l-UN2=OY(H2) *D2"1 
4979 DAY^=BAY5-N1+N2 

41B6 FDR 1=3 TO 12 : &Y til =BY II 1 1 : MEKT 

IltCTUiN 

4266 DEYS=0A¥S 

4219 IF DAVS) 31593 THEN BE ¥5=0 AY 5 : KD =2 
3:GQ5U8 4409 

4226 PH=DAYWNT(MY5/23)*23 

4236 IF BEYS) 31993 THEN I=BAY5 : BAYS-&E 

YS:DEY5=I 

4246 IF DftY$)31$76 THEN [>EY5 = DftYS ! MB= 2 
6!GD*JB 4496 

<25B EH=DAiY 5 - 1 N T CD AY 5/ 28 ) #28 

4269 IF BEYS)31+7B THEN I=DAY5 : BflY5=DE 

VS:DEY5=I 



SUNARO 

PC BOX 78 MACCLESFIELD CHESHIRE SK10 3PF 
Telephone (0625) 25228 



ATARI ROMS 

Battle Zone 14.95 

Donkey Kong Jnr ... .12,95 

Final Legacy 12.95 

Joust 12.95 

Moon Patrol.,. 12.95 

Ms Pacman . ...12.95 

Robotron 12.95 

Tennis 9.95 

ATARI BUDGET CASSETTES 

100 ...2,95 

BMX Simulator t.95 

Boulderdash 2.95 

Boulderdash II ...2.95 

Decathlon 1.95 

Dizzy Dice 1,95 

Football Manager ....2.95 

Footballer of the Year 2.95 

Four Great Games- II 3.95 

Four Great Games II (disc) ,.5.95 

Grand Pri* Simulator 1.95 

Henry's House,.., ', 1.95 

League Challenge 1.95 

On Cue 2.95 

Panlher .2.95 

Rockford ,.. 2.95 

Speed Ace.... 2.95 

Spooky Castle ,. 1,95 

Steve Davis Snooker... 1.95 



ATARI CASSETTES 

Ace of Aces 

Arkanoid 

Atari Aces 

Four Slar Games 1 1 

Basils Mouse Detective 

Colossus Chess IV 

Druid 

Football Fortunes 1 

Four Star Games I ............... 

Gauntlet [64KJ 

Deeper Dungeons 

International Karate ......... 

Jewels of Darkness 64 K ..,,1 

Kennedy Approach 

Leaderboard ,„,...,. 

Leaderboard Tournament..,. 

Little Devils .......... 

Living Daylights *.„ 

Mira* Force , ,. 

Nightmares ,„„ .... 

Phantom „.„, 

Plattorm Pert. 64k „„ 

Shoot em Lips 

Silent Service 

Silicon Dreams 64k 1 

Spy Vs Spy II 

Spy Vs Spy III 

Tomahawk 64 k 

Trivial Pursuit 1 

Winter Olympiad 88 



ATARI DISKS 

8 50 Alternate Reality II 

7.95 Autoduel 

8.50 Basil: Mouse Detective ... 

6.95 Druid 

8.50 F-15 Strike Eagle 

8.50 Flight Simulator 

8.50 Football Fortunes. 

2.75 Four Star Games I 

6.95 Four Star Games 

6.50 Gauntlet 64k 

4.95 Deeper Dungeons 

5.95 Guild Thieves 64k 

2,75 Jewels Darkness 64k . 

B.50 Kennedy Approach 

8.50 Knight Ore 

4.95 Leaderboard 

6.95 Leaderboard Tournament 

8.50 Little Devil.., 

6.95 Ltving Daylights .. 

6.95 Mirax Force 

6.95 Mini Office II .. 

6.50 Nightmares.... 

8.50 Pawn 64k 

8.50 Pirate Barbary 

2.75 Silent Service 

8,50 Spy Vs Spy II. 

B.50 Spy Vs Spy III 

6.50 Tomahawk 64k 

2.75 Trivial Pursuit 

8.50 Winter Olympiad 83 



ORDER VIA 

fTlkfoUpk 



Please add 50p handling to all orders under £5. 
Cheques/PO's payable lo: SUNARO SOFTWARE (All) 
Girobank Trans cash to account: 664 6638 
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■4 From Page 17 

4278 IF DAY5> 31577 THEM IMP = 3 

7:G0--,IJB 1498 

4260 m^DftVb-lMT(WVS/J3)#53 

4298 IF DEYS> 31977 THEN I=DAYSl 0AY5-DE 

4309 PP -100-AB5 f (ZBB/23J*PH) 

4J2B NP-108-AB 5 E (288/33) *HH) 

4139 *P=£flfl5{PPJ tAOSfEP) tftBS(MPn/3:RE 

TURN 

4460 DAYS :DAV5/H&-INT EGA WHO) :M¥S=IN 

T ( £6AYS*MflHB , 5) : RETURN 

508© POKE 7$4,2S5:60T0 5658 

Silt FOfl M=l TO T:BEAD 08, Ln,V2,U3:S0U 

HA 8,U6 P 10,&:5OIJND 1, VI, 19,0: 2,U 

?,:e r 8^cmlP 3,u3,18f8 

5920 FDR BEL:l TO 5 MF PEEK t?64) 025S 

THEN POP :&0T0 S1H6 

5030 NEXT DEL:. NEXT H ; RETURN 

5010 RESTORE 6Q88:T=fl-GQ^UB 30 ID 

5050 RE^TQPE B0lO:T=56;&Q^IIfl 561ft l 

=0EH5*1HF UEUl-Z THEN 5990 

5B6B IF UER5S1 THEM yER5.-9 : bd TO 68*8 

5379 GOTO 594B 

5836 T-72:GO&JB 5010 ! GOTO 5059 
5999 RESTORE 6178 :T=5: G05U! SOiO 
5100 FOR H-0 TO 3 1 SOUND H, 9 , 8, 8 \ HE>tr H 
I GOTO LIN 

6980 DATA 8,8,8,193,126,8,8,6,8,8,8,8, 
144,0 j 6,8 j 153,0,0, £55, 8,0,0,9, 17 1,0,6, 
284,6,6,8,8 

6eie cata 153,8,6,1*3, 8, e, 8, b,12«,153, 

0 , 0, 128 , 9 , 0, 0 , 114 , 144 , 173 , 255 , 8 , 8 , 6 , 0 , 
8,8,8,8,90,8,9,6 

6020 DATA 95,114,153, 173, 6, 9,8,9,85.8, 
8 P Sp0j8 P 0H0>i'Bp 1 l B I j 6 L . 0 . B . U . $ , y , B , b . 
0 . B 4^1 .. bi , ^ 

6030 DATA 8,8, 0,153, 8,8,8,8, 85,182,12* 
,8,85,182,128,9,9,6,9,153,96,8,8,8,8,1 
14, 116,162, 8, 8, 8, 8 

B040 DATA 114,0,6,173,114,0,8,0,0,144, 
8 , 8 , 12 6 , 0 , 0 , 0 , 0 , 0 , 0 , 2 55 , 0 , 6 , 6 , 6 , 8 , 144 , 
171,6,8,144,173,0 

6B5B DATA 8 , 0 , 0 , 15 J , B , B . 8 , 8 , 12 8 , 8 , 8 , 0 , 
120,0,0, 8, 114, 9 ,9, 162,8,8,8, 8, B, 136,8, 
0,96,8,8,8 

B8B0 PftTft *6, 114, 144, 173, 0,114, 144, 9, 8 

5,8,8,8,9,9,9,8,8,182,121,144,72,102,1 

21 , 6 , 72 , 102, 121, 0, 85, 0, 8 , 0 

6070 OAT A 76, 182, 120, 153, 0,8, 9, 0i7f> ,10 

2,128,8,0,0,0,120,85,102,144,255,76,0, 

0 , 8 , 85, ft, 8 , 255, 96 , 128 , 153 , 0 

6989 DATA 8,8,8,193,64,8,9,8,57,0,0,0, 

50, 1, 0, 0, 47 , 0 , 0 , 255 , 45 r 6 , 8 , 8 ., 42 , 0 , 0 , 0 , 

4ft , 8 , 8 , 0 

bBn> DATA 37,42/50,241,0,8,8,8,8,8.8,8 
,9, 0,0, 8, 8,8, 8, 220,0,0,0,0, 37, 42, 5ft, 8, 
S ,i 9 j % j 8 

G186 DATA 37,42,0,215,37,42,8,8,8,8,0, 
0, 35,42, 0, 6,8,8,8,204, 0, 9, 9, 0, B, fl , 8 , 0 . 
6,6,6,9 

6118 9ATA 0,0,0,192,28,0,8,8,23,8,8,8. 
9, 9,9, 9,31,37,0,153,37,45,0,0,45, 57,8, 
0,58,54,0,9 

6120 DATA 57, 9,8,284, 64, 76, 8,8,76,91, 8 
,8, 85,182,0,0, 91,114,9,226, 182.128, 8, 8 
,199,144, 8,8, 114,153,8, 9 
6138 DATA 8,0,0, 136 . 85 , JE, , 114 ,0,8.8,0, 



8, 8, 0,0, 0,0, 8, 8,126,8,0,0, 0.65 ,56,114, 
0 * B i B i y i L? 

6140 DftTA 85,96,8,121,85,98 ,8, B, 8/8,0, 
8,81,95,114,8,8,0,0,114,8, 6.BJ , 8 , 0, 8, 
0,6,6,6,9 

6150 DATA 25,31,9, 215,23, 38,0.8,28,29, 
8,8,31,42,8,8,26,31,0,229,25,31,8,6,35 
,47,8,0,33,45,9,0 

0166 DATA 31, 42 , 0 , 241 , 47 , 57 , 6 , 0 , 45 ,53 , 
8, 6, 43,56,8,8,50, 64,0,255,53,68,8,8,57 
.72, 8 ,0, 60,76,0,8 

6178 DATA 193,8,8,8,60,0,0,8,64,9,0,0, 
47,8,8,8,0,0,0,0 

9909 S A«TOP -PEEK tl 86) ^0 5 POKE 166,RAHT8 

P-4 : VABfl=?EEK UUi +PEEK (135) *Z56 ! ST ADR 

=P£EKti40)+PEEK (1413*256 

9010 OF F 5 E f -R AHT OP* 2 56 -5 TAT>ft : H 1=1 NT £ Of 

F5ET/256) ! LO^OFF^Er-HI* 256 J POKE VAPRtI 

,L0:P0KE UABR+3,HI 

991ft CS 5 £ 1 , « 8> f *Y W Wf 8 

trocij* &*_H I kH tii^ffffff I H tfti 1 1 

S030 C5?(81,16e): ir «SIinE* J - L ^ Ji »**»" 

fAJ-e f «^ w*w«tt^|J -"-e* e » k c c c c no- 1 - 

4848 C55£161,240)= ,l PPPPwA*»**^ JJ 

*t ouf«. Hiiii«MIHir 

9858 C5$ (241 ,3283 ="¥ ^fffitK J -tttt^f (fl 

44- )pp t**^ppp»k*-D<jy 
9860 CSS (321, 4861 ="gfl9 >999* >Tttft ■ 1 
_ni f f f 1 N 99 88PP5 ^ 99 19 W H>9 99 * * 
CC999^t-cc^pppV»:C999 ^S |c 
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Game! 



OVER the years many programs have 
been written that load 62 sector 
uncompressed picture files avid then 
allow you to alter them. However, 
none of them has ever let you to 
simulate a jigsaw puzzle. 

Jigsaw is a prog ram which does just 
that. When it is first run you are 
presented with the title page - shown 
in Figure I - that tells you how to alter 
the colours of the picture once it has 
Deen loaded, 

Next you are prompted to place a 
disc containing AtariArtist picture files 
into a drive. Pressing any key will give 
you a directory of the disc - only files 
with the extension .JIG will be d is- 
played. 

You are prompted for the number of 
pieces - 8, 32 or 128 - you want the 
jigsaw to consist of and once the pic- 
ture Is loaded you press Return for the 
computer to juggle the pieces. 

A square cursor appears on the 
screen above the top left-hand pieces 
and it can be moved using a Joystick 
plugged into port one. 

Place the cursor over the initial 
piece to swap and press fire. Now 
move it to the piece you wish to swap 
it with and press fire again. If you have 
moved to the correct place within the 




ALAN BATES presents 
a highly entertaining 
routine for jigsaw fans 



jigsaw you'll hear a beep. 

When the whole puzzle has been 
completed correctly the computer dis- 
plays a short message and then 
returns you to the disc directory sec- 
tion of the program. 

That's all there is to it — so have fun 
making jigsaws with your favourite 
pictures. 





Keys 


Function 


0-3 


Select colour 


C 


Changes the 
selected colour 


r 


Change a colour's 
luminance 



Figure t: Colour selection options 



10 REM JIGSAW 

20 REM BY A. BATES 

50 REM COATABI USER 

40 ? CHR* ( 1 25 J : ? 'PLEASE BAIT* 

50 GO SUB- 770 

60 GCSUE Hi 

7B GRAPHICS Q : POKE 82,1 

80 POSITION 17,1:? 'JIGS APPOSITION 9 

,2:? 'Uses Atariartist fUe&":7 "Inser 

t picturE cisk then press any key' 

90 POKE 764,255 

til ? :fiET #2,A:QPEN #1>6,B/D1 :*.J W 
T 1 H TRAP 120:INPUT #1 / FILE$:? ' r ;F 
ILE$(3,10>:GOTO 110 
128 POKE «4,PEEK(&4)-1;? ' 

130 CLOSE #1:? :? :? "Enter Atariarti s 

t f i Lename"; :FILE1="D1 T:INPur AS:FILE 

S(4)=A$:FILE5(LEN{A$)*4K.JIG" 

135 ? CHRSt125):SETCOLOfl 2,0,0 

140 ? "Jigsaw sizes available:":? :? " 

1) 8 pieces':? "2) 32 pieces":? ? 3i 12 

8 pieces 1 

145 ? :? 'ENTER YOUR CHOICE 1,2 OR 3' 
150 INPUT N:N=INT(N) :1F N<1 OR N>3 THE 
N 150 

166 TRAf 130 

178 OPEN #1 ,4,0,F1LEJ:GI!APHIC5 24:P0KE 
559,0:X=USR(ADR(LDt));CLOSE #1:IF t>= 
128 THEN ? 'Error or-. disk":G0TO 
110 

1 BB TTC=1Z;l£Ca1fi:ir0-17:l(0552:If H>1 THE 

H TC=48:)(C=40:Y0=35:)(0=64 

190 IF N=2 THEN VC=24 :XC=20 ; Y0=24; X0=5 

4 

200 POKE 203,S0/C&*N}:POKE 204,96/N:IF 



N=3 THEN POKE 203,4; POKE 204,34 
210 POKE 703,4 

220 &P=PEEK(88)*256*PEEK<69i-1:HE=PEEK 

(204>:UI=PEEKC203);N*0 

230 FOR Y=1 70 80:PSU,Y)=" '-.NEXT Y 

240 FOft Y=0 TO 192-HE STEP HE 

250 FOR X=0 TO 4f-WI STEP WI 

260" Pt((CT/HE)Ofl) + X/yifnsCHRStM):N=N 

f r 1 

270 NEXT X : NEXT y ; POKE. S59,42:POKE 764 
,2*5:IS*PI 

281 POKE RR,C+L:P=PEEK(764) :L=L+((P=14 

)*2)-(tPsl5)*2):lF L=-2 THEN L=14 

290 IF L-16 THEN L=& 

500 IF P=31 THEN RH-7B&: GOSUB 650 

310 IF P=30 THEPf RR = 709: GCSUB 650 

320 SF P=26 THEN RR=710:GOSUB 650 

330 IF P= 5 0 THEN Rft=712:GGSUB 650 

340 IF P=255 THEN 280 

350 SOUND 0,10,10,14:IF PEEK<53775) =25 

1 THEN 350 

360 IF p=1& THEN C=C+16: IF C=256 THEN 
C=8 

370 POKE 764 ,2 55 : SOUND 0,0,0,0:1F Pol 

2 THEN 280 

580 POKE 559,0 

390 FOR Y=0 TO 192-HE STEP HE 

400 FOR X=0 TO 40-WI STEP Ul 

410 K1=lNT(HNBC8)*t192/HE))*HC:X1=INT( 

WftCi)*(4l/l(l))*l(I:TapP+Xt+Yl*4iiF=IP4 

X + ft40:N=USMAD(USK$),F,T) 

420 U = <CWHE)*10)4X/yi+1):V=«m/HE> 

*1flHX1/WI + 1):NsASC(PSCU,U)):P5tU^3 = P 

3{V,V):P1{V,V)=[HRS(N) 

450 HEXT X:REXT f 

440 POKE 559,42 



450 X=XB tT="Yfl : »=1 

460 POKE 53248, X:V=USR(ADRfNi),R*Y2,R+ 
Y> 

470 S=PEEKf632):)(sK+t{S=7J-<S=1in+)(C: 

480 f2=Y:T*Y*(<$«13>-<$*U)WC:M=H*(< 

S=13)-(S=14))*10 

490 IF X<50 THEN X=X+XC:N=N+1 

500 IF X>196 THEN X-K-SC :N-N-1 

510 IF V<15 THEN r=YMC :N=N*10 

520 IF T>101 THEN Y=r-rC:M=N-1fl 

530 SOUND 0,0,0,0:POKE 77,0 

540 IF PEE*(A44)>1 THEN 460 

550 IF PEEK(644)=0 THEN 550 

560 IF J-0 THEN J=1:P0KE 53249, X: Y=USR 

(ADR (US) , R+128+yy,r+1?8+y) ;XX S X:YY S Y:N 

1^N:G0TO 460 

570 YF s INT(<N-1)/1l>*40»HEtN:XF*(((H- 

t)/1fl-lNT((N-1)/10))*10)*HI 

5S0 Y"=INT({N1-1)/10J*40*HE+DP:ST-((CH 

1-1)/10-INTKM-1>/10))*10)+1II 

590 V=U&R (ADR ($yS),YFtKF,mm: POKE 5 

3249,0: J=0:G=ASC(PS(N1,N1)};P3(N1,N1)= 
PS(N y N):P${N,N)=CHR$<G) 
600 IF PS£N1,,N1)=DS{N1,N1) OR FSIM) = 
ItfN/H) THEN SOUND 0,96/10,14 
610 IF PJOD$ THEN 440 
620 FOR V-25 5- TO 0 STEP -1:S0UND B,V,1 
0,H:NEXT Y:S0(JND 0,0,0,0:POKE 53248,0 
630 FOR V=1 TO J00;NEXT ViGRAPHUS. &:? 
:? 'CONGRATULATIONS ! ! 'Tou have 
conpLpt«d this JIGSAW 1 
640 ? "PRESS ANT KEY TO CONTINUE- * ,":P 
OKE 764,255:GET #2,V;G0T0 70 

Turn to Page 20 > 
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Game 



i 



< From Page f9 

m C=INT(PEEK(RR)/1fi>*l6:L=FEEK(RR)-C 
: R ETU RN 

66.0 GRAPHICS 17 

m ? tty FOLLow^Hf^yiLT ininstruct 

IONS TO LOAD A PICTURE/:? #6 
690 ? #6;' ONCE THE PICTURE HAS LOAD 
ED USE THE FOLLOUING KEYS TO CHANGE 
THE COLOURS:":? #4 
700 ? H;' IMi ELECT COLOUR" 
#6; 1 ' HCHAHfiE COLOUR' 
Hi'' BjCHANGE LUHINANCE-':? #6:? 



710 
720 
*6 

730 ? #4;" return TO CQHTIRUE* 
748 SET tt f h 
750 RETURN 
760 GOTO 740 

770 DIM L6StH7),SlfI{61) y FILEIM7>,A$( 

B),PS(8fl),DS(fi0),Hi(32);POi(E 166^PEEK< 

106>-t4:R=PEEKnfl6M256+512 

73B POKE 53277, ?:POKE 559,42:P0KE 5427 

9,PEEKn06) 

790 FOR 1=0 TO ?56;PQKE I+R,B:NEXF I 
800 POKE 704, 290: POKE 705 ^52 1 POKE 623, 
0 

S10 FOR X=1 TO 117; READ N:LDJ{X)=CHRS( 
N):«EKT x 

820 FOR lt«-1 TO 61 : READ N; SWS(K) = CHRS(N 
3 i NEXT X 

330 FOR K*1 TO 32: READ N:MS(X)=CKRt(N) 
: NEXT X 

S40 OPEN #2,4 / 0/K:":RETURN 



850 PATA ?16,10*,173,48 

,203,173,49,2,105,0,153 

285,201,79,288,21 

840 DATA 169,78,145,?03 

,2,133,203,165,204,115, 

,240,H,201,15,20«,4 

m UTh 169,1^145,203 

48, 17,145, 203,24, 105,1, 

,105,0,133,204,169,0 

m DATA 2*8,19a,l6*,l6 

,169,0,157,72,3,149,30, 



,2,24,105,5,133 
,204, t6fl, 0,177, 

,165,203,24,105 
0,133,204,169,0 

,?0S, 4,201,65,2 
133,203,165,284 

,169,7,157,64,3 
157,73,3,165,88 
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300 
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,157,68,3,145 

Sy0 DATA 89,157,69,3,32,86,228,189,67, 

3,133,212,169,0,133,213,96 

900 DATA 216,104,104,133,206,104,133,2 

05,104,133,208,104,133,207,166,204,164 

,203,177,205,72,177,207,145,205,104 

910 DATA 145,207/36,208,243,165,207,2 

4,105,40,133,207,165,208,105,0, 133, 208 

,165,285,24,105,40,133,205,165,206 

920 DATA 105,0,133,206,232,208,212,96 

930 DATA 104, 104, 133, 206, 104,133,205,1 

04, 133,20fi, 104, 133, 207, 169, 0,160,3, 145 

,205,136,208,251 

940 DATA 169,255, 140, 8, H5, 217,136,218 
,251,96 
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(N) 


490 


V4X 


(T) 


650 


VAU 


CX) 


310 


VB4 


{ F ) 


500 


QUU 


(8} 


660 


X16 


(S) 
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How to get 
your Atari 
to talk to 

a BBC Micro 

(or a Spectrum or a Commodore 
or an Amstrad or an IBM . . . or 
ANY other computer). 



Language problems become a 
thing of the past when you join 
MicroLirik. Now you can use your 
Atari (plus your telephone) to 
send messages to any other 
computer user, with no 
restriction on make of machine - 



fTHcroUoK . 



or even on 
distance. 



Detaiis from 0625 878888 



P.O. BOX B4 
HEREFOflO HFU &YU 



P.O. BDJIBW 
HMIFOflD HR49YU 
n 041250536 



TRANSFER YOUR GAME TAPES TO OlSKil! Bet- sing e and muring** caaaatle carres 
can be con«rtad tc disk using THE ALCHEMIST tapa 1o diak 1ran&1er syslem. Lv?n 'budg*1' 
caaaetto only lihlasl Why tAdure slow and amor prone e*ss*tta Soada? Sand For a copy 

1 THE ALCHEMIST | D) © ONLY Z^ 9.9$ PQ at FrM 

REQUIRE DISK BACKUP? The DISK-TO-DISK PLUS ulilfty m oqtw many of those 
'unoopyatila'cliska. including disfcs lhal usa CRC-arnor BAO-SECTOflS *orMOl»clionf The 
utility also fe*1uf*a. a TAPE TO DISK TRANSFER tfiity, a DISK TO TAPE TRANSFER 
utility, and a TAPE TO TAPE COPIER, otfaring a comprehenitv* baeKuo aystam at an 
atfordaW* prcsl 

DISK-TO- DISK PLUS (D) @ OMLY tlG.SS Post Fr« 
REDUCE CASSETTE LOADING TlMESf!! In addition to automatic copyir^ ol cassatla 
gamea. TURBOCH AR Gi R KbltE alao otla.'B vou TURBOSAVE! Tha utili^ will copy game 
1«p*9 1& an ordinary blank cassette - and 1h* duplicated ganve LOAD FASTER THAW 
THE ORIGIN ALSI I TfcG oififlinal gam 6 tape is u-naflectad . 

TURBOCHARGER XLOtE fCJ @ QNLV Poal Frea 
SEARCH PROTECTED GAME TAPES wrlh THE BINARY TAPE EDITOR, As wrI 
copying cas&etla games, ihp LSI F w I tinaba yaw to acluall^ LOOK ai 1ha programs, and 
*v«n altar 1hem. as you copy Ihem. S^vts 1ha gama 1o an ordinary blank t*»*tt* 

BINARY TAPE EDITOR <C>@ ONLY EB.H Foil Fr«» 
SPECIAL OFFER - buy lURBCCHARGER and THE BINARY TAPE EDITOR togathar, 
and w» will Ihraw in THE CASSETTE DUPLICATOR, a 1ape copiar written in HST»bta 
Baaicl 

SEARCH PROTECTED GAME DISKS to- hrtldan etc. THE SECTOR INSPECTOR ia, a 
disk inwa&tigation tool that en*W» you to LOOK al lhe actual disk program, and aOh tha 
ccnltrrlj if you wish. 

SECTOR INSPECTOR ( D) @ ON LY E7.S5 Fori Frtt 
TAPE'TO-DISK'MEMU LOADER - a SPECIAL OFFER package ol TV^ useful unhtma at a 
NEW LOW PRICEM" The- TAPE-TO-DISK utility will 1rana1ar any ai^qlaatage mac-ino «kJh 
game to disk. MENULOADER 4 a m»nu diak craalor thai will place TEN pamas onto ONE 
disk - th* ga,mea are then aateclable 1rom l menu screen. 

TAPE-TO-DISK'W EN U LOADER (TJ) @ ONLY E12.M Poal Free 
BASIC AUTOLOADER will convert any Basic program on cassette into a ink« -'oad version, 
enablif>g you 10 load your own programs in tha Mn\& manner as commarcial games - hold 
down START and 5WITCH-ONII Gi« vourprograms a touch ol cUir;fl 

BASIC AUTOLOADER (C) @ ONLY C7.BS Post Frae 
THE PROGRAMMERS UTILITY PACK - ia a aufle ol powerlul u1il(|i*9 designee to assisl in 
gam* design and craalion. The Pack co^lams *very1h ing you need :o wrrte y^-rt*s an fha 
Atari XUXE in either machlne-eoda or Basic. UMJTED OFFER! Wa ar* currently supplying a 
FREE copy Ol THE SOUND FX DESIGNER dsk w«h aach P.U.P. sold. Please recast thta 
limitad offer! <The Sound FX Daskjnar « alao available separately @ C7 9S (D)). 
PROGRAMMERS UTILITY PACK (D) & ONLY E22.&5 Poal Frea 

DISCOUNT PRICES ON ATARI XL/XE GAMES - VC& 2600 CARTS - ATARI ST 
SOFTWARE - WHY PAY MORETf- PHONE OR S.A.E. FOR DETAILS 



MINI OFFICE ll-£17.0£ySILENT SERVICE [C) E«.55 ID> £l3.50.'LEADLHBOAnD (C) Cfi.99 
<D1 £13 50/TOMAHAWK<Cl£8.9S (D| E13.50.1RIVIAL PURSUIT fC> £t3.50 (D) £17.95.' 
UIPAX FORCE (Ci E7 50 ID) Ca.g5:ORUI0 (C) £7.50 (D) £11 g&'PHANTOM !C) £7.BC (D) 



EB95AIEWELS OF DARKNESS (C4D1 E13.50'F'1 5 STRIKE EAGLE fC) C8.95(D1 £13.50/ 
COLOSSUS CHESS 4,0 (Cj CS.55 (D) C1 3.&0/ACE OF AC ES (C) tB S9 (D) C 1 3.S0. 

All price a include poslage iUK'i 'I'Jvftrsaas customers please add £2 to your lolal order. For 
luflher information, iust drop us a I inB, enclosing a S A. E Cheques arc P.O. a s-ou be 
made payable to: SOFT SCAN, 



FREE with any order over £20, TEN GREAT GAMES □- disk Th s o'ler shauld ba 
raquasled, and is a Slnary limhed of ar 
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OVER the fast couple of months we 
have been outlining a problem for 
you to solve - together with some 
hints on how to go about writing a 
program to give the required 
answer. 

/ asked you to test out a roulette 
gambling strategy: To bet on the 
red numbers and, if you lost to 
keep doubling the bet until you 
won. Many of you wilt have written 
your own routines to sofve the 
puzzle, and mine is shown betow. it 
fotiows the method described last 



month, but is just one of the infinite 
ways that you may have ap- 
proached it. 

IfyQu've solved the problem in a 
completely different way we'd like 
to see it, so send ft to: 

MaMbag, Atari User, Europa 
House, Adftngton Park, Adlington, 
Macclesfield, SK10 4NP. 

Welt give €10 for the best sol- 
ution that matches exactly the 
problem as it was originally defined 
in the March Issue of Atari User. 



In the third part of this series 
Mike Cook presents his solution 



I HAVE kept the program to solve the 
gambling problem simple. When run, 
an evening at the roulette table just 
flies by. Line 100 defines how much 
money you have in your pot, with line 
110 setting the size of the initial bet. If 
you like, you can put input state- 
ments in both those lines to vary the 
amounts when run. We can keep 
track of the largest bet we have 
placed with the variable LBET. 

Next we read in all the red numbers 
from the DATA statements into the 
array REDff. The casino might close 
before we are through so the total 
number of spins of the wheel possfbie 
is tracked in the variable TSP, Simi- 
larly the number of spins actually used 
is recorded in SPIN. A logic variable 
BUST indicates if we have enough 
money to cover our bet and line 210 
sets up the victory pot - the amount 
we have when we decide to give up 
for the night. 

So now we enter the casino and 



start our first cycle of bets. Line 330 
generates the random number as a 
result of spinning the roulette wheel, 
Lines 340 to 370 see if we have won 
and then we must take the appropriate 
action if we have won or lost. If we 
have won we add our winnings to our 
pot and end the current cycie of bet 
doubling. If we have lost we need to 
double our bet if we have enough 
money - if not we are bust. 

Then if the casino is still open we 
can place our bet again. After a 
winning cycle of bets we decide 
whether to call it a night or carry on r 

So there you have it: You can see 
whether you will win. I made an 
adjustment to the program to run it 
continuously - keeping a count of how 
many nights I won and lost, I kept a 



record of 1,000 spins of the wheel and 
won 531 times. 

However, before you rush off to win 
a fortune consider a few more points. 
First of all most casinos have house 
rules which limit the maximum and 
minimum bets and some tables limit 
the number of times you can double 
your bet. In addition you will have to 
subtract your entrance fee and any 
drinks you buy from your winnings. 
Some casinos might not get through 
as many as 200 spins a night, so you 
will have to change that. 

Finally, it is rather a slow and boring 
way to make money. It's much better 
to hone your programming skill and 
make that pay. 

So are you ready for next month's 
Programmers' Challenge? 



400 IF U I N=T RUE THEN P0T = P0T»(BET*2) :<$ 

4 10 REM WE MUST HAVE LOST TO BE HERE 

421 BET=BET+2:BU5T=TRUE 

431 IF P0T>BET THEN POT-POT-BET :BUST=F 

ALSE 

440 7 *YQU HAVE S h ;P0T;* ■ 
4S0 IF y IN=T RUE THEM 490 
460 IF &VST=TRUE THEN 490 
47fl IF TSP=fl THEN 490 
480 GOTO 270 

m REM &0 UE ENBARK ON ANOTHER ROUND? 
500 IF BUS T=TRUE THEN 540 
510 IF (F-QT>-VIPi THEN 540 
520 IF (TSP=i) THEN 540 

530 GOTO '240 

540 ? "THE LARGEST BET PLACED WAS *";L 
BET 

550 END 



10 REM PROGRAMMER'S CHALLENGE 

20 REM THE SOLUTION 

30 REM TO THE PROBLEM 

40 REM (c) ATARI USER 

50 GRAPHICS 0:$ETCOLOft 2,0,0 

60 POSITION 2,2:1 "PROGRAMMER'S CHALLE 

NGE";?;? 

70 POSITION 2,3:? " 

7 ; ? 

SB ? "THE ROULETTE WHEEL" 

90 ? "(c) ATARI USER'" 

100 PCT=1G0:TRUE=-1 :FAL&E=0 

110 FBET=1 

120 LBET=0 

130 REM NCy INITIALISE RED NUMBERS 
140 DIM REIKIS) 

150 for a=1 to 18:read x 
160 red (*)=:■: 

170 NEXT A 

1S0 DATA 15,4,2,17,0, 13, 11,M0,24 
190 DATA 33,21,31,22,29,21,55,26 



200 VIPC=P0T+2 

210 T£P=?00 

220 $PLN=0 

230 BUST=FALSE 

240 REM HOU ENTER THE CASINO 

250 REM A NEW CYCLE OF BETS 

2*0 BET=FBET 

270 BEN THE LOOP RETURNS HERE 

280 SPIH=5PIN>1 

290 POSITION 2,10:? 'SPIN NUMBER *;SPI 

N:? 

300 7 "YOUR BET IS S";BET;" r 

310 IF BET>L6ET THEN LBET=BET 

320 TSP=TSP-1 

310 S=INT(RNI>{0)+37) 

340 Id I N= FALSE 

350 FOR A-1 TO 18 

360 IF S=RED(A5 THEN WIN=TRUE 

370 NEXT A 

380 IF UIN=TRUE THEN ? "YOU If IN ' 

390 IF UINoTftUE UEN ? "YOU LOSE ' 
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Missing in Oxide 



Load and save errors? 
LEN GOLDING gives 
answers to prayers 
with a verify utility 




THE Atari cassette system is beauti- 
fully designed and always works per- 
fectly every time. And If you believe 
that you'll believe anything. 

How often have you typed in a long, 
program and CSAVEd it, only to find 
later that there's a fault on the tape? A 
cassette file can be tested in only one 
way — by trying to load it. But this 
destroys the original program in 
memory, so if the file happens to be 
faulty youVe lost all your hard work. 

All kinds of things can go wrong. 



The connecting plug may have 
worked loose, especially since ter- 
minals are fitted to only five of the 13 
pins. There may be dead spots on the 
tape - perhaps from too much re- 
recording - and some tapes designed 
to record music are inherently unreli- 
able when used for computer data. 

The cassette unit itself can develop 
hardware faults - keys get stuck, 
heads get dirty or drift out of align- 
ment and drive capstans develop flat 
spots - especially if you leave the 



recorder for long periods with Play 
locked down. 

On some older computers there's a 
bug in the operating system which 
interferes with the cassette handler 
routine - the usual fix for this is to do 
an L PRINT before saving anything to 
cassette, and ignore the ERROR 138. 

There's even the possibility of pilot 
error - you might have forgotten to 
plug the recorder in or, on 41 0 models, 
left the power supply disconnected, or 
neglected to press both Play and 
Record. 

The cassette handler has no way of 
knowing what, if anything, is plugged 
into the serial port - you could attach 
an electric toothbrush, for all it cares. 

Whatever the cause, the result is 
likely to be ERROR 143, described in 
the manuals as a Dataframe checksum 
error and in more colourful language 
by users who have to endure it. 

This little autoboot program 
provides an answer. It simulates the 
CLOAO or LOAD "C:" or ENTER y/ C;" 
commands, without disturbing the 
contents of memory. You will hear the 
bleeps and whistles from the TV 
speaker, just as though the file was 
loading as usual, and any problems 
are therefore easy to detect. 

But if a fault occurs your original 
Basic program will still be there In 
memory, so you can keep on trying 
until you produce a perfect copy. 

Making the autoboot cassette fife is 
very easy - Program I does it all for 
you. Lines 20 to 140 are identical to 



10 REM Prograi 1: Creates an Autoboot 
cassette file containing the Verify ro 
uti ne . 

20 BFR=(PE£Knfl6}-24)*Z56:REH reserve 
a safe area at the top o* RAM as a tei 
porsry buffer 

3f) FOR X=0 TO 46:READ D:P0KE 1536*X,D: 
NEXT K : REM Load the ney SAVi routine i 
nto page 6 

(J DATA 104,104,133,284,104, m,2BS, 10 
4,133 ,286,104, 133, 205 , 1*2, 14,1*9,11,15 
7,66,3 

50 DATA 165, 203, 157, 65,3,165, 204, 157,6 

9,3, 165, 205, 1 57,72,3,165, 206 , 1 57, 73, 3 

60 DATA 32,86,228,96,67,56,155 

70 REM Load the progran temporarily in 

to the reserved buffer space 

60 X=0:RE5TORE 158 

90 READ D:1F D=-1 THEN 120 

100 POKE BFR*X,D:X=X+1:G0TG 90 

110 REM Nou read the data from the ten 

porary buffer into an Autoboot cassett 

e file 

120 OPEN *1,8,l28/C:' 

138 X=U SR(1 536, BFR,PEEK(BFR<M 1*1281 



140 END 

150 DATA 0,2,0,7,13,7,169,60,141,2,211 

,24,94,169/34,141,231,2,169,7 

160 DATA 141,232,2,169,146,141,200,2,9 

6, 104,206,6,104, 104, 169, iZB, 43, 2, 169, 0 

170 DATA 162,112,157,75,3,169,3,157,66 

,3,169,4,157,74,3,169,131,157,66,3 

m DATA 169,7, 157, 69,3, 32,66, 22B,4B, 3 

9,162, 1 12, 169, 7, 1 57, 66,3, 169,253, t57 

190 DATA 66,3,169,3,157,69,3,169,128,1 

57,72,3,169,0,157,73,3,32,66,228 

200 DATA 16,224,140,130,7,192,136,240, 

5, 169, 156,141, 252, 2, 162, 1 *2,169, '2, 157 

,66 

210 DATA 3,32,86,228,169,3,141,15,210, 
96,0, 67, 58, 155, J 



10 


C PI 


in 


60 


6RR 


(6) 


150 


DTfH 


(SI 


20 




w 


90 


GFR 


(W) 


160 


RP6 


(HI 


30 


vwo 


(7) 


118 


21F 


cs> 


170 


KKV 


CG) 


40 


OFU 


(31 


1 


CTS 




180 


R47 


(4) 


50 


»F2 


(11 


\n 


1V1 


(F) 


190 


GTf* 


it) 


60 


J7K 


(Ul 


m 


3V9 


(2) 


200 


Tie 


(D) 


70 


CP? 


(21 


140 


DK1 


CP) 


210 


N3S 


(A) 
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those used in several previous 
cassette autoboot routines we 
explained in our articles in Atari User, 
so you may already have a file with 
them on. The DATA at lines 40 to 60 
holds the autoboot creator code and 
lines 150 onwards contain the Verify 
routine itself. 

Type in Program I and - with fingers 
crossed - CSAVE a copy. Insert a 
blank, fully re-wound cassette and run 
the program, After a few seconds you 
will hear the familiar double beep. 
Now follow the usual CSAVE 
procedure and the machine code 
routine will be written to cassette in 
autoboot format. From now on you'll 
use this new tape, so Program I 
shouldn't be needed any more. But 
keep it in case you've made any typing 
errors and need to change it later. 

Before you can use the Verify 
routine however, it has to be loaded 
into memory. Re-wind the tape with 
the autoboot program on it, switch 
power off then switch on again while 
holding down the Start key. When the 
single beep sounds, proceed as for 
CLOAD and the autoboot program will 
install itself before Basic takes control, 
changing the screen border colour to 
prove it. 

Incidentally, if you don't like the 
colour change, replace the 148 at line 
160 with 0 and make a new autoboot 
tape. You can always double-check 
that the routine is installed, by typing 
PRINT PEEKH821}- the result should 
be 104. 

You can now carry on programming 
just as though the new routine wasn't 
there, When you've finished use the 
usual CSAVE, SAVE'C:" or LIST "C:" 
commands, and your program will be 
saved to tape. 

Now's the time to check that it's a 
good copy. If the file was made using 
CSAVE r then type X=USR{1821>, This 
simulates CLOAD, with its short inter- 
record gaps. If you used SAVE "C:' r or 
LIST "C:" r then type X = USR(1821,1). 
This lets the routine work with long 
inter-record gaps, to simulate LOAD 
"C:" or ENTER J C ", 

In all cases the file is loaded 123 
bytes at a ti me into the cassette buffer. 
A top-notch Verify routine would 
check each byte against the Basic pro- 
gram in memory. However, this would 
make the code much more complex, 
and greatly increase the autoboot 
loading time, Apart from which, it's 
extremely rare for just one or two 
bytes to be corrupted - if the file will 
load at all, it's almost certain to be a 
good copy. 

To keep things simple and minimise 
typing, we've taken the soft option - 
our routine simply reads the file and 
does nothing with it. During the 
reading process you will hear the 



HOW THE PROGRAM WORKS 



If you're into machine code you 
might like to take a look at the 
source listing. If nothing else, it will 
remind you what a cassette 
autoboot file looks like. The header 
starts with 0, then contains the file 
length in 1 28-byte sectors, followed 
by the load address and initialis- 
ation address. 

On power-up, and before Basic 
takes control, the operating system 
does a JSR to the sixth byte after 
LOADADR. This puts it at COLDST 
where the cassette motor is turned 
off and the Carry flag cleared to 
indicate a successful boot. 

The RTS at line 300 returns con- 
trol to the operating system, which 
then does a JSR to the initialisation 
address. This resets MEMLO and 
changes the screen border colour 
to let you know that the routine is 
installed, Pressing Reset repeats 
the JSR to /W/F, reinstating the new 
MEMLO and border colour values. 

The RTS at line 380 hands control 
to Basic, leaving the rest of the 
machine code routine safely tucked 
away and ready for your USR 
command. 

The USR routine itself starts at 
line 410 with a PLA to detect 
whether or not a parameter was 
inserted. If not, it assumes that the 
file to be checked uses short IRGs. If 
any parameter was passed then 
long IRGs are selected. The spe- 
cified mode is programmed by 



storing either $80 or $0 into the 
second auxiliary byte of IOCS #7. 
We chose this 10CB since it's the 
one used by the operating system 
for most external I/O transactions. 

Lines 630 to 750 load the file, 128 
bytes at a time, into the area reser- 
ved for cassette I/O - CASBUR So 
long as no error occurs, the 6502 
processor's Sign flag remains at 
zero until the end-of-file. Conse- 
quently line 750 will loop back for 
another chunk of data. When the 
reading process stops for any 
reason the Sign flag is set, so the 
routine drops through to ENDTST 
with the error number auto- 
matically stored in the 6502'a Y 
register. 

If it's error $88 — end of file - 
everything is alright, so we exit via 
CLOSEIT without beeping the 
speaker. If the error number is 
anything other than S88 r lines 810 
and 820 simulate the pressing of 
Control + 2 on the keyboard, and 
this produces a beep. The error 
number is copied into ERR HOLD at 
address $782 - decimal 1922 - in 
case you need to inspect it when 
Basic gets control again. 

The last few instructions from 
840 to 890 close IOCS #7 and 
ensure that there will be no con- 
tinued whistling from the speaker 
when cassette I/O is finished. Con- 
trol is then handed back to Basic by 
the final RTS, 



usual sounds from your TV speaker, 
so any problems are easy to detect 
and any fault will produce an extra 
loud beep. When the test is either suc- 
cessfully completed or aborted the 
cassette motor is switched off and 
control passes straight back to Basic, 
which prints the usual READY 
message. 

If you're desperate to discover what 
type of error occurred, you can find 
out by typing PEEK (1922). An error- 
free file will leave 136 here, but any 
fault will insert its own identity 
number - usually 143, 

Once you have a cassette copy 
which tests out successfully you 
should be safe to try loading it back 
into your micro's memory using 
CLOAD, LOAD'Ci" or ENTER 'C: ' as 
appropriate. The Verify routine does 
not need to be in memory for this 
operation, though it can be if you 
wish. And that's all there is to 
checking that you've made a good 
copy of your program on your tape. 



10 CASBUF=$3FD 

20 CH=$2F£ 

$0 CIQV=S*456 

40 CL0SE=SflC 

50 CULGR4=*2Cfi 

50 E0L=59B 

70 SEKHR-S07 

50 ICAX1=334A 

3100 1CBAL=S344 

0110 [CBtL-$34B 

0120 ICC0H*$342 

0130 1QCB=*70 

0H0 LOS,DADR"$700 

0150 H£ML0=£2*7 

0160 0PEN=$fl3 

0170 PACU=$D3fl2 

01S0 SKCR5SD20F 

0190 *=LOA0AM 

0200 ; 

0210 HEADER 

0220 :Bm 0 

i'lli .BITE FHISH-L0ADA&R+127/128 

0240 .WORD LOADADR 

Turn to Page 24 ► 



Listing ft: Machine-cods 
version of Program f 
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Utility 



< From Page 23 

0259 .UORD I N IT 

0260 COL&ST 
0270 LU mt 
motor off 

m$ STA PA CTL 
8290 CLC 
ssful boot 
0300 RT S 
ge hoot 
0510 INIT 

0320 L [> A #FIN1SH8255 
p rote c t 
0330 STA HEMLO 
A containing 
0340 LDA #fINI$H/25* 
de 

0350 STA HERLO+l 
0360 LDA #$94 

colour, to 
0370 STA C0LQR4 
s insULUd 
03&fl RT j 

c 

0190 ; 

0400 VERCODE 

0410 PLA 

0420 BNE LSTFOfiM 

arameter 

0430 PLA 

0440 PLA 



Turn cassette 

Indicate succe 
End of 1st st* 

Reset HENLO to 
the area of RA 
our lachine co 

Change border 
ShOV routine i 
Return to Basi 

Branch if no p 
Any parameter 



0450 LDA 


#$|0 


short IRG rrz.de 


0460 BHI 


OPENIT 




0470 LSTFDRM 




048B LM 


#0 


No psrjMt&r = 


Long IRG node 




0490 OPENIT 




0500 LDX 


* I0CB 


Open #7 to rea 


d characters 




0510 JTA 


ICAX2,X 


in appropri ate 


IRG modfl 






0520 LDA 


#0PEN 




0530 STA 


1C0QM 




0340 LDA 


#S04 




0S50 STA 


ICAXI^X 




0560 LEA 


*FILEN.M255 




0578 STA 


KUl f t 




05S0 LDA 


#FILEH«/256 




0590 STA 


KBAL+1 ,K 




0600 JSR 


ClOV 




0610 INI 


ERfcOR 




0620 LOOP 






0630 LDX 


nm 


Read file in 1 


2S-byte 






0640 LDA 


#&ETCHR 


chunks into ca 


ssette buffer 




0650 STA 




but do nothing 


with 






0660 LDA 


#CASBUF8255 


the data, 


0670 STA 


1CBAL,X 




0680 LDA 


#CASBUF/256 




0690 STA, 


lCBAL+M 




0700 in *sse 




0710 STA 


I C BL L, S 





0720 L&A *0 
0730 STA ICBLLM ,K 
0740 JSR CI OV 
0750 BPL LOOP 
rror 

B?60 ENDT.ST 

0770 STY ERftHOLt 

mber 

0780 CPT #$88 
of -f i Le 

0790 BEti C LOSE I F 
0800 ERROR 
0810 LDA #J?E 
r nuiber 
08?0 STA EH 
ker 

0S30 CLOSEIT 

in mm 
LDA #:l&se 

STA KC0«,X 
JSR C IOtf 
LDA #£03 
ling nois-e 
0890 STA SKCTL 
occurs 
0900 RTS 
R ca L I 
0910 ; 

0920 ERRHOLD 
0930 .&TTE 0 
0940 F I LENA 
09S0 .BYTE 'C^EOL 
0960 FINISH-* 



Branch if no e 

Store error nu 
$£8 means end- 
Any other erro 
beep& the spea 

Close #7 

Stop the whist 
chat sometimes 
Return frail US 



ATARI 8 BIT DISK PUBLIC DOMAIN 
SOFTWARE - ALL £2.50 

TJflBQ BASIC.- CXErtL rtfl. JfeOUC D¥H IfMl lUW Ml! Mlfy Baltt. MD4 iMLHt 
nc DOS qw^Ptq *ict Iran Buk Co™ Mth t wqJm It*! ipaptii V Tirto EUac 
bf 3-5 HTM ftrtd AatfiBoiety ■ 0l5 I MM, B.rtiYii p«d^»*n*ta pjlnjiltobcrt 

hhvM pegvH, Sem» ij«uw <vUi hw wwc Iwdh) «nnn*n* «l, en, 
put. 11, i rim bt> Mp iqml in] mm Corns wis- wr n»ttn mi\ prcy-in ind lul 
•*6f fiWT ASTE VAJJE. 

AflVEM^yRES OOUPUlQN . Orty him wtul pjnlim art ruins hew 
■nuc' n tfw&trf 3MD by si SGt/W* 1.4 - Dufc Crf*il Cutfrab, Git* Tmm, 
M|rtfi(i*«ri^wiffl(^Ji^,nl*l. Mut d *a Sun, Mpaq Funtauw, Mtwn 
*slt-»c. PrunU dtor, a ito JMwirim, Wtrn inc Dvdn 
FK 'JO.':- ft mra*H^ An i ; i:ili ri Trwrioaf lw At XUntf XE 4w bow h *» «*j*al 
WKiBDC Dcmlhg jjWtfri gnliiig ^bnnDi ndtr HHetnpoibB Jfeiri idSan Wtwfi 
iMd ki W*efira C4d» ima pGjr*n (^w ^ou m uiit 4K tf ih *m bf pcindrq ri/ 

XE COPEH: AND ATARI FLE □E'nZlJQPER - Thi XE ocpni ■ ■ am pan vqta zhrct. 
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I!m en* bf K*i I (ftiMffl hh tfan «w hi ra 11 M 11m cafM. AM wtrin tn 
pmgini •pu ci- ImrTut. brt utack uyl idi 'bi 

"EKTPFIC ■ iijr\ MtjtfM CM* WCPDRTOCESSCR [Ml i KbMW ITMt tnd bnY 
tw»pn«aJt , »ci™i ammflfriil Wi Al Wim f>j awU fopad tp«r< 1 *w 

4**y prt^irr i"i*j*Tg tur tnd pwi mhkti tnd r*(4*a, miri am ind t M 

nmptik irth ■ Tut-jul % 5* dotMI «f on Ihi H nd». 

QUEST FOR POWER:- A wrwnmi Kwnn povun yw ril m i] me rht Pitt 

Domiin. Vou btcomt ■ 4riaH jw. r, !(■ tm d Cunth hid Krq Attt wkh nibtn 

*# ihi It Hi pju my mi cflti w ow « w*r« mt. 

rlmU iwtffp. OjptiOfl -3i Nt fir HCW Ufyir'y dunr; tteJ. ^uptirjiti Ati 
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MANY OTHER PROGRAMS AVAILABLE 



520 STFM 
£259.95 

I no. Mouse. 5 P.D, Disks, Bask: Disk and Manuals 



COMPUTER ACCESSOR ES 

5 25' Locking Disk Bay. - Cap 50 ■ £7.35 

5 25* Locking D,B. - Cap 100 £9 95 

Special Offer - 2 5.25" 1 00 Cap LDBs only ....£1 6.00 

5 25" Disk Nolcrier » £3,50 

5.25- Dish Clearing Kit (Fluid) £3.50 

5.25* Dish Clearing Kfl (Dry) £2 50 

Copy Holder (Thinoi) £4.96 

Box olio 5 25" DSfDD 4&7P\ Branded 

PredeionDishs ^ £6.50 

Tracker 1 0 5S/DD 4Stpi Cased .£7.00 

Tracker 1 0 D&DD 48lpi Cased £6 00 

BOOKS 

Atari ifJ-GXE Games F3ook £3.95 

Atari Gr^Jhics and Sound £3-95 

Atari Strategy and Tactics £3-50 

Get More f rom the Alari , £3 .50 

Malting thifi Mosl Of Your Aiari £3.95 

Send full details of your Hardware 
and Software if you want a quote for 
a trade in against an ST. 

DUST COVERS - PROTECT YOU R HARDWARE 

Ptease specify model 

1 050 d riw/1 Q 1 0/XC 1 1 SXC 1 2 lapa E2 .95 

500XL/130XE - £3,95 

1 027yi 029 printer - W 50 



520STM, SF314 
1 MEG DRIVE 

MOUSE, BASIC DISK, 5 PUBLIC DOMAIN DISKS, 
1ST WORD wordprocessor, SPELL IT spelling 
checker and manuals. 

£329.95 



525" Bulk Disks - Cert II led Error Free- 
No quibble replacement Lifetime Guarantee 

10 cased 25 50 iO0 

&5.0D4aipi £550 £9.00 £17.00 £33,00 

Da^D^tpi £5.50 £11. DO £1900 £35.00 

D&DD&etp £7.50 £13.00 E2t.M £37.00 



50 SS/DD 481pi + 


100 Cap 


LD box.......... 


£24.95 


50 SS/DD 96tpi + 


100 Cap 


LD box.., 


..£25.50 


75 DS/DD 48tpi + 


100 Cap 


LD box. 


£32.95 


75 DS/DD 96tpi + 


100 Cap 


LD box... 


£33.95 



r< >k i 




Justice lor more JTlormgiion Cr^ue&erc payable 10 STORT SOFT r Inlemahora orders jdc 10" ■ and remn m pounds Slcrlmg by banfc rJrall or 

iniemaiianat money order. Wnie for quale m any other currEncyi. 

_ ACCESS LIASrERCARD FljRCCARD ViSAK«predXHEDI T CARD ORDEfl LINE -0279 B9509 n ™ nqcm - 

ff 0279 89509 i 4 hours a day. ? jays a week - vat a^p inc. no hidden extras -w-tr you see w-f h oyiiuy o 



roiiT 



IS WHAT YOU PAY 



18 CROWN CLOSE, SHEERING, BISHOP'S STORTFORD, HERTS CWI22 7NX 
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Thunder from the heavens.. 



Product: Thunderfox 
Price: £4.99 (cassette) 
Supplier: Atari Corp {UK}, 
Atari House, Railway 
Terrace, Stougk. Berkshire 
SL2 5BZ. 
Tel: 0/53 33344 



A HEAVILY armed enemy 
transporter ship is carrying 
Disilicate energy crystals for 
the approaching Phalon 
mothership. 

Once these have been 
installed in the deadly 
Phalon war machine they 
will turn it into the most 
powerful destructive force 
in the Universe. Capable of 
destroying entire solar sys- 
tems in minutes, it must be 
stopped. 

You have been chosen to 
represent the Federation 
forces. The new Thunderfox 
- an ultra-sleek and incre- 
dibly manoeuvrable space 
fighter - has been given to 
you in a last ditch attempt to 
destroy this evil threat to 
mankind. 

All you have to do is 
locate the crystals and de- 
stroy them to stop the war 
machine from being fin- 
ished. They are situated 
inside the transporter and 
are guarded by the crystaf 
guardian: Obvious if you 
think about it 

Your way into the trans- 
porter is restricted by two 
anti-gravity stabilisers 
located at the far right of the 
ship. You must bomb each 
five times before it is de- 
stroyed - not an easy task 
even for an avid games 
player. 

It is very easy to run out of 



bombs while you're trying 
to knock out the stabilisers 
so an option to reload is 
built into the game. 

When you have used all 
your bombs, fly to the far 
left hand of the transporter 
and land on your moth- 
ership where your supply 
will be refurbished. 

When you have destroyed 
both stabilisers, fly to the 
left of the transporter and 
land on the pad. You will 
then be transported to the 
bowels of the ship and enter 
the thermonuclear laser 
room. 

If you come into contact 
with any of the Easers or the 
walls you will be instantly 
disintegrated. 

Remember to watch the 
levef indicator at the top of 
the screen. The intense 
radiation generated by the 
lasers will destroy your 
Thunderfox if you take too 
long getting through. 

Once you manage to get 
past the lasers you enter the 
energy crystal room where 
the guardian is waiting for 
you. 

The DisiJicate crystal is 
located in its head and you 
must shoot it 10 times to 
blow it up. This is hindered 
by the mobile wall that 
moves up and down in 
front. 

The playfield uses a split 
screen and in the bottom 
quarter is the long range 
scanner - which indicates 
how close the Phalon war 
machine is to the trans- 
porter. 

This distance is constantly 
closing, so time is of the 
essence - don't mess 
around shooting enemy 




vessels that you can just 
ignore. Also at the bottom of 
the screen is a status line 
showing your score, lives 
remaining, weapon in use 
and the current level. 

The main action takes 
place at the top of the 
screen. 

An extra ship is awarded 
for every 5,000 points 
scored, and your total score 
is calculated depending on a 
number of factors, such as 
destroying the guardian 
head and blowing up 
ground installations. 

The game Es joystick con- 
trolled, allowing you four 
directions of movement - 
up, down, left and right If 
you are traveling flat out 
when you push forward or 
backwards you will 
accelerate or decelerate 
rotative to the movement 

However, when your craft 
is moving at its slowest 
speed, when you pull in the 
opposite direction it will flip 
over and reverse its travel. 

The fire button is used to 
activate the on-board lasers 



but it also switches from 
lasers and bombs when you 
hold it down and move in 
the opposite direction. 

The graphics are nice with 
lovely scrolling. The sound 
effects are well implemen- 
ted and there is a catchy 
main tune. 

When your fighter 
launches from its hangar 
you get a superb side on 
view of it - an original fea- 
ture. Also r when your craft is 
hit by enemy fire it doesn't 
explode staight away. It 
plummets to the surface of 
the transporter — another 
nice idea. 

The game is quite difficult 
to get to grips with, but after 
the initial hiccups it got me 
hooked. I would recom- 
mend Thunderfox to lovers 
of shoot-'em-ups, 

Neil Fawcett 
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Winter frolics 



Program : Winter Olympiad 
88 

Price: £9,9$ (cassette), £14.95 
{disc} 

Supplier: Tynesoft, Unit 3, 
Addison industrial Est$te f 
Bfeydon, Tyne and Wear 
NE2} 4D& 

Tel: 097-414 467 7 



COMING hot on the heels of 
the recent Winter Olympics 
isthis new sports simulation 
from Tynesoft. 

Although this style of 
game Is now a little old hat, 
and similar ones were on 
the scene at least 12 months 
ago - notably Winter Games 
by Epyx - this fresh product 
from Tynesoft has a lot 
going for it. 

It kicks off with a lively 
rendition of the signature 
tune from the BBC Ski 
Sunday program, then 
offers up to six players the 
chance to participate in any 
or all of five different events 
- the downhill race, ski 
jump, biathlon, slalom and 
bobsled. 

Each player can represent 
any country from 12 given, 
although this has little 
bearing on the game. The 
selection process is 
followed by a picture of the 
Olympic flame in full blaze 
a nd then it's on to the simu- 
lation itself. 




The Downhiif 

AH the events rely on 
Judicious and timely joystick 
waggling to control the par- 
ticipant's movements and, 
sometimes, speed. 

In the downhill race you 
view your skier from behind 
as he prepares to hurl 
himself down the slope. The 
objective is to manoeuvre 
him in and out of trees and 



sundry obstacles and 
deposit him safely across 
the finish line. 

It's not easy and, since 
you only get the one 
attempt, mistakes such as 
creaming yourself on a sitka 
spruce are costly - not to 
mention probably fatal. 

Next comes the ski jump. 
If you ever thought you 
could do better than Eddie 
the Eagle, now's your 
chance. 

Your man shuffles out 
from a hut and positions 
himself at the top of the long 
and menacing ramp: Your 
view is from behind him. 
Then it's all systems go as 
he launches himself down 
the jump. 

When he reaches take-off 
point the picture changes to 
give a side-on view of the 




The Skijump 

competitor as he flies 
through the air. 

Unless you manipulate 
your joystick correctly, 
chances are the poor chap's 
legs and skis will go every 
which way and he'll make 
an ungainly landing, usually 
face first. 

Unlike Eddie, the jumper 
doesn't get up and smile 
when he goes base over 
apex but instead beats the 
ground with his fists. 

My skier must have had 
hands like raw beetroot by 
the time I'd finished because 
this is not one of the easier 
events to complete success- 
fully, even though you do 
get three attempts at it. 

The biathlon is somewhat 
boring and easy in 
comparison. It involves 
making two laps of a course 
on skis, the course consis- 
ting of a couple of flat tracts 
- one past a lake complete 




The Biathlon 

with motorboat — a short 
uphill climb, followed by a 
pretty bridge and then a 
short downhill run. 

The view during this is 
from the side. However, 
during each lap you have 
two opportunities to draw a 
bead with your rifle and hit 
five static targets - 20 
targets and 20 bullets in all. 
Here the view is from 
behind the competitor, 

The slalom is particularly 
difficult. Your view is from 
the side but moving 
downhill from right to left. 
You are supposed to weave 




The Bobsleigh 



past the appropriate poles 
but I found it only too simple 
to crash into the side 
ba rriers. 

Finally comes the two 
man bobsled event. The 
sled is first pushed from left 
to right to the top of the run 
when the picture changes to 
give you a view looking 
down the run. 

This is rather like Pole 
Position on ice with the run 
scrolling towards you and 



the backdrop scenery 
whistling across from side 
to side as you go round 
bends, 

A small display to the left 
of the main scene shows an 
overhead view of the 
course. 

The sled has a natural 
tendency to swerve up the 
banks as it hurtles round 
bends and it is your fob to 
see that it doesn't overturn. 
The ride seemed to go on 
forever but this event turned 
out to be the easiest in my 
experience. 

The game's main strength 
lies in the very picturesque 
graphics - tots of lovely 
Alpine scenery here for you 
to enjoy, and some good 
animation, too. Sound 
effects and music are also 
used to the benefit of the 
game's atmosphere. 

While the gameplay may 
not boast of anything new 
or novel, and perhaps lacks 
lasting interest, there's no 
doubt that Tynesoft has 
done a good job on this one 
and you certainty get your 
money's worth of thrills and 
spills. 

Bob C happell 
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Two player destruction 




Product: Zyb&x 
Price: £2.99 

Supplier: Zeppelin Games, 
28 Osborne Road, New- 
castle upon Tyne NE2 2AJ. 

Tel: 091-281 4401 



AFTER taking a look at the 
pre-release version of Zybex 
in the March 1988 issue of 
Ateri User I was delighted 
when the finished version 
arrived. Believe rne, it was 
well worth the wait. 

The game revolves 
around the fate of two 
rebels, Rinser and Cassal- 
ana. You control them in 
their bid to escape death 
row and execution - and 
before you think or say 
anything, not the one in 
Alcatraz. 

To do this you have to 
undertake an almost suicidal 
mission to the Czoken 
System, 

Once there you have to 
visit 16 strange worlds and 
do battle with wave after 
wave of a Hen hordes, 

If you survive you will be 
awarded a teleport crystal 
which allows you access to 
other planets in the system. 

Eventually you will reach 
the restricted levels and the 
ultimate challenge - the 
Zybex itself. 

As welt as needing the 
crystals for access to the 
other planets you are also 
governed by how many 
tokens you have collected. 

After completing the 
initial level it is possible to 
advance up to level 12 in 
any order you want without 
a token, but after that you 
will need three tokens to get 
to the restricted areas, 
These are awarded after the 
completion of a level. 

If you survive and retrieve 
the Zybcx r the death rings - 
placed around your necks 
by your captors - will be 
removed. 

To help you on the mis- 
sion you have been given 
the Orbit weapon with its 



lowest power leveL 

As the mission progresses 
you can increase the de- 
structive force of the Orbit 
by picking up debris of the 
same shape that appears on 
screen after you have blas- 
ted an alien wave. 

Many different instru- 
ments of destruction can be 
collected including the Rail 
Gun, the 8 Way, the Wall 
and the Pulse. 

Extra lives are awarded in 
the same way — simply fly 
over the spare man when he 
appears. 

The game has an original 
shooting system, You have 
built-in auto-fire which 
allows you to select any of 
the weapons you have 
collected by pressing fire to 
step through them. 

In later stages you can 
have them all going at once 
- it was a real pleasure 
watching aliens explode all 
over the screen under a hail 
of laser fire. 

Your weapons are dis- 
played in two status screens 
that sandwich the main 
playfield - one for each 
player- 

Another status line near 
the bottom of the screen 
shows lives remaining, 
score and which weapon 
you are using. 

You can have both players 



You wiii need your array of weapons 



on screen at the same time, 
and luckily you can't shoot 
each other. 

The play area uses a 
number of graphics modes 
with a carefully thought out 
use of colour and superb 
scrolling. The alien land- 
scapes for the different 
planets have been beauti- 
fully designed, 

Similar games are often 
criticised about the design 
and animation of the hero 
and aliens, but Zybex 
doesn't suffer from any of 
these faults. 

The animation and design 
of your pfayer is excellent. 




His arm jerks back as he 
fires his weapons and he 
swings and tucks his legs as 
he thrusts upwards or 
accelerates. 

Every alien wave that 
attacks you is animated in 
its own way: Some rotate 
and others pulse as they 
zoom across the screen. 

The game caters for 
everything you would ever 
want, The high score table 
has a dual entry mode -two 
players with two joysticks 
can enter their names at the 
same time. 

All game options are con- 
trolled using the joystick - 
all you need to do is simply 
highlight ttie icon you want 
on the mam title screen and 
away you go. 

One of my favourite fea- 
tures is the music Several 
pieces are used throughout,, 
but the main tune is so 
catchy I found myself 
whistling it all day, 

A fine finishing touch to a 
wonderful shoot-'em-up. 

Neil Fawcett 



The Czoken System - one of 18 worlds 



Sound 10 

Graphics 10 

Payability 10 

Value for money r . .. r 10 

Qverait 10 
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Double trouble... 




Planet Attack - rid Mars of the Tritans 



Program: Double Papks I and 
It 

Pries: £7,99 (cassette), £9.99 

(disc) 

Supplier: Red Rat Software, 
11-tS Fennel Stre&t Mart- 
Chester M4 3DU. 

Tel: 061 -334 494 J 



DOUBLE Pack I contains two 
games, Med Jax and Planet 
Attack. In the first you con- 
trol a car driving through 
horizontally scrolling seen 
ery and your objective is to 
travel as far as possible. 

Out to stop you are a 
number of unsociable road 
hogs, which can either be 
shot or avoided. 

pwwi Hi'tiir.uii.. ,h!!pij ^ | 
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Madjax - mad joyriding 

Various items along the 
roadway can be picked up 
by driving over them. These 
include fuel, weapons and a 
couple of objects which 
appeared to have no dis- 
cernible effect on anything. 

One of the weapons on 
offer is a rearward shooting 
cannon. Although I scored 
what appeared to be direct 
hits on vehicles behind me 
many times, not one of 
them blew up. Most 
upsetting. 

There are two sections of 
road, desert and city- In the 
former there are the road 
hogs, while in the latter 
there are additional hazards 
in the form of moving road 
barriers. 

To survive the city section 
you must have collected 
enough fuel during your 
drive through the desert. 

I found the graphics all 



right but movement was 
perhaps a little on the slow 
side. The gameplay isn't 
varied or interesting enough 
to hold the imagination for 
long. 

The two sections - 
although getting progress- 
ively more difficult - are 
rather short and, as far as 1 
could see, repeated ad 
infinitum, 

Planet Attack is the better 
game of the two. Earth is 
under attack from Tritanian 
forces which have estab- 
lished a base on Mars and 
are being kept in our time 
zone by the installation of 
Time Scalers, 

It's your job to destroy 
these by attacking them 
from the ship Star Eagle, but 
you seem to have about as 
much chance of succeeding 
as Stockport County has 
winning the FA Cup. 

Graphics are an improve- 
ment on Mad Jax. The 
background scrolls by on six 
different levels and gives a 
passable illusion of dimen- 
sion in depth. 

Forward progress of your 
ship is at a pre-set pace and 
movements available are 



up r down and sideways. 
Your relative position is 
indicated by your shadow 
on the ground. 

Armaments available are 
forward shooting lasers to 
defend agaanst attacking 
Tritanian Auto Droids, 
Space Cruisers and missiles. 

The Star Eagle also has 
bombs which you can use to 
destroy ground instal- 
lations, Tritanian settle- 
ments, radar sites and the 
ail important Time Scalers, 

Bombing a fuel dump 



increases your own fuel 
level, but if ypu do run out 
you can eject to safety. The 
game then continues as 
before, with you now con- 
trolling your ejector seat. 

This amazing device also 
appears to be equipped with 
laser cannon and bombs 
and needs refuelling in the 
same way as your spaceship 
did. 

After a short run - around 
35 seconds - the landscape 
scrolls back to the launch 
pad and you must land your 
craft to gain bonus points. 
Re-launch for more of the 
same, but with additional 
hazards to contend with. 

Double Pack II includes 
the games Space Wars and 
Dreadnought, 

Space Wars really is look- 
ing a little long in the tooth. 
Vou control a spaceship at 
the bottom of the screen 
and have to fight off 
successive waves of aliens 
or meteors. 

If you collide with one 
your shield loses effec- 
tiveness and the latter 
cannot be shot, but must be 
dodged. 

This concept can still work 
if there is something in it to 
take it out of the ordinary 
and bring it alive. I didn't 
think Space Wars made that 
jump. The graphics are at 
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best only average, response 
is a little sluggish and detec- 
tion of a missile hit on the 
aliens seemed suspect at 
times. 

The game's simplicity 
may appeal to younger 
children, perhaps just start- 
ing out on careers in 
Universe-saving, but more 
experienced players wilt 
proba biy lose i nterest after a 
short while. 

The other game Dread- 
nought, is a sort of sub- 



aquatic Dropzone. You con- 
trol a submarine, blasting 
enemy subs and negotiating 
traps and underwater 
hazards. 

You can move deeper into 
the water or towards the 
surface. Hitting the sea bed, 
or indeed surface waves, 
costs you a life. 

Horizontal speed can be 
delicately controlled and I 
found that I was more suc- 
cessful when resisting the 
urge to belt round at a rate 



of knots blasting everything. 

A slower pace made for 
more controlled accuracy 
and more reaction time if 
the enemy ships suddenly 
turned in front of you - as 
they had a habit of doing in 
the later stages. 

Although not possessing 
the finesse, frenetic action 
or same quality graphics of 
Dropzone* Dreadnought is 
not a bad budget game in its 
own right. 

Niels Reynolds 



Pack I 

Sound 6 

Graphics.. „ ... 7 

Payability , . 7 

Value for money 7 

Overall .„„.„ 7 

Pack II 

Sound „..».,... . 8 

Graphics , 7 

Payability 7 

Value for money 6 

Overall, „ 7 



Kicking into touch... 



Program: Super Soccer 
Price: £9. 95 {cassette), 

£1&9$ (disc) 
Supplier: Tynesoft, Unit 3, 

Addison industrial Estate, 

Biaydan, Tyne and Wear 

NE21 4TE, 
Tet: 097-414 4611 



WHEN all matches are off 
due to adverse weather con- 
ditions and Subbuteo sets 
have long since been strewn 
to afl four corners of the loft, 
soccer fans might well be 
tempted to try a football 
game on their Atari. 

Super Soccer gives you 
the opportunity to play a 
match against a team con- 
trolled by your computer or 
by another player, 

Team colours can be 
cycled, although both teams 
end up looking much the 
same and even the goal- 
keepers wear the same 
colours as their team, 

You can choose which 
country you want to repre- 
sent, but this seems to have 
no bearing on the game and 
is not referenced eisewhere 
- for example, the score- 
board merely titles the sides 
as home and away. 

Your view of the action is 
from the side with the pitch 
set against a backdrop of 
static spectators and 



ground-level advertise- 
ments. 

The two teams - quite 
large figures - troop out, a 
whistle sounds and play 
begins. As players advance 
towards either goal - only a 
part of the pitch is visible at 
any time - the screen scrolls 
rather Jerkily, 

The pfayer currently 
under control from each 
team is highlighted by a pair 
of brackets surrounding his 
head. Players and ball move 
slowJy, particularly when 
two players are close to 
each other - essential when 
one player is trying to gain 
possession of the batL 

It is sometimes difficult to 
see who is who and quite 
what is going on. 

The goalies can be con- 
trolled to a limited extent 
but only when the ball is 
nearby. At the press of the 
fire button, the appropriate 
one win immediately 
execute an un balletic dive. 

The goalkeepers are likely 
to find themselves on the 
free transfer list before long 
- on several occasions they 
faced their goal when a goal 
kick was being taken. 

I don't know if the 
invisible referee was off 
buying a packet of peanuts 
whenever it happened, but 



the teams have an unlawful 
habit of taking a goal kick 
when opponents are still in 
the goal area. 

There Is a good sporty 
opening tune r but apart 
from that and the piercing 
whistle, sound effects are 
lacking, 

The roar of the crowd is 
nothing more than a con- 
stant hiss which rises and 
falls in volume in relation to 
the action and the ball 
boinks unrealistically when 
it bounces. 

No, much as I love 
footbalt, I really couldn't 
take to this game. It plays a 
little too slowiy for my liking 
and didn't generate enough 



feeling of a real match. If it r s 
a football simulation you 
want - I use this word 
because a graphical repre- 
sentation is not the same - 
you would be better off 
getting Addictive Games' 
ancient Football Manager - 
it's still the best soccer 
simulation. 

But if you actually want to 
see 22 men running around 
a pitch you might give this 
one a try. 

Bob Chap pell 
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Atari have always had the greatest arcade 
games in the galaxy, now they're adding even 
more winners to the collection. From the high 
speed skills of handling a W.W,1 biplane, to the 
brain-aching Archon battle of wits. Whether 



you're landing the punches with Fight Night or 
using the awesome power of Thunderfox to 
blast the enemy, Atari give you the best com- 
bination of graphics speed and skill this side 
of Alpha CentaurL I 



ALL GAMES SHOWN ARE COMPATIBLE WITH: ATARI XE GAMES SYSTEM, ATARI 6 
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FIGHT NIGHT 



by Area Bde 




FIGHT HIGHT - T . cbamp then 



Cumpilet 
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Then there is Atari's compilation cassette 
of all time favourites, which at only £4.99 3 makes 
it, you guessed it, the best value on Earth! 

Pick the latest and the greatest from your 
Atari Dealer or fill in the coupon to order by mail. 



r~PM 



^1 



Ptease tick titles) required: Archon £14.99 □ Bailbiazer £14.99 
Rescue pnFrgctelus £14.99 □ Fight Night CI4.W □ Blue Max £14.99 □ 
Twilight World £4 99 □ Thunderfox E4.M □ Compilation £4.99 O 

Forward cheque ■'postal order Cor total amount accompanied by this 
order form to: Atari Corp (UK) Limited, Atari House, Railway Terrace, 
Slough, Berks SL2 5BZ . 

Name (Mr/Mrs/Miss) 

Pliifi cprrnld* usinj; block 

Address : 



Rl 65XE, 130XE, AND 800XL COMPUTERS 



Postcode 



AATARI 



j Pie ce allow 2i day* Far delivery. AU599 
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WE welcome tetters from readers giving their help with 
games on the Atari that they would like to pass on to other 
readers. The address to write to is : 

Hints and Tips 
Atari User 
Euro pa House 
Adlington Park 
Ad ling ton 

Macclesfield SK10 4NP 



The Eidolon 



THIS month's map on page 32 
shows ynu the levels of Acti vision's 
entertaining game The Eidolon, so 
to complement it here are some 
useful tips: 

• On the lower levels the Jewel 
Guardians are not very dangerous, 
but they can still drain your energy, 
So when you approach one, to 
wake it up, shoot your fireballs at it 
quickly while moving backwards. 

• If you do manage to get lost, 
press P to pause the game and then 
refer to the map. 

• Shooting a blue fireball at a crea- 
ture will freeze it, but a green one 



first five levels you can bypass all 
the creatures in levels six and 
seven. That is if you don't get killed 
by a dragon, in which case you lose 
all the jewels. 

4 If you run out of time you will 
have to start again on level one. So 
if time is running out you have two 
options: Face any wall and shoot at 
it — the fireballs will rebound and 
kill you - or let a creature or dragon 
kill you, 

• On level eight, collect as many 
jewels as you can to give you a hig h 
energy level, Avoid all the red 
fireballs - you can't shoot them, as 
the roof is too low. 

• Finally, when you meet the 




will change it into something else. 
But beware, the monster it changes 
into may be more dangerous than 
the one you faced in the first place, 

• When you're fighting something 
dangerous and your energy level 
gets too low don't be proud - just 
run away. Amass more energy by 
collecting fireballs and return for 
another go. 

• When confronting a dragon, you 
can still collect the fireballs it spits 
at you by pressing the spacebar. 
Unusual hint: If you need both 
hands to hold your joystick, take 
your shoes and socks off, put the 
computer on the floor and use your 
left big toe to press the spacebar 
and your right one to press the P 
key, 

W If you collect all the jewels in the 



One of the 
drsgons you 
encounter in 
the game 



dragon on level eight, don't panic. 

Next month well introduce you 
to the demonic and strange 
monsters that inhabit the 
underground caves and tell you in 
detail how to kill them. - Bryan 
Stevens, Andover, Hants. 



Universal Hero 



FIRST of all you need to get the 
remote switch, which can be found 
in what looks like a cart. Go to the 
force field where the floppy disc is 
and use the switch, then get the 
disc, 

Next, get to the tap on the surface 
and go as far as possible to the 
right. You will see a white object 
sticking out of the cliff. Use the tap 




to stop the fountain. Now go all the 
way down the cliff and get the wire. 
Go to the dynamite, near the start 
and down to the right 

Get the plunger and go to the 
room with all the rocks piled up. 
Use the plunger to clear the door. 

Go through this door and use the 
plug and the floppy disc. When 
asked to identify yourself type 
SLARTIBARTFARST and the force 
door will now open. Go through it 
to the pineapple. 

Get the oil and go to the fountain 
room. Two screens on from this 
you will find a red machine. Get the 
fuel and go to the spaceship, but 
make sure that you have the ID 
card. 

Use the fuel and the ship will 
launch while you get ready for the 
next puzzle. - Gary Guigley. 
Finglas, Dublin. 



Spy Hunter 



WHEN the spy car is first placed on 
the road from the weapons van it 
can travel on the rough ground to 
the right of the screen - this nor- 
mally causes your car to explode 
later in the game. 

To do this you must go forward 
at the slowest speed and pull right 
as far as the car will go. 

The noise is pretty bad but it gets 
you out of some pretty tight spots 
on the expert level. 

When the mad helicopter starts 
attacking the spy car, watch for the 
small square on the side of it to 
flash before you move away. Then, 
unless you hit a screen boundary, 
your car will not be destroyed. 

When one of the enemy vehicles 
goes under the helicopter wait until 
the chopper tries to drop a bomb 
and fire at the car. Both of them will 
explode. - Andrew Patterson, 
Basingstoke, Hants. 
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WITH few new adventures being 
released for the 3 bit Atari just now, I 
suggest you rummage around in your 
sack and pull out a few of those 
golden oldies and revisit old 
acquaintances. 

And what better way to start with 
than with an fnfocom adventure - 
there is so much En them that they 
always repay a return visit. The classic 
Zork trilogy should be high up on your 
list, as should Planetfall, Deadline and 
Wish b ringer. 

For cassette owners, I would recom- 
mend Level 9's Colossal Adventure for 
a replay. This is the best version of the 
famous Crowther and Woods original 
Colossal Cave adventure that I know, 
and still gives me a real kick every 
time I go back to it. 

One new adventure for 48k Atari 
machines has come to my attention, 
but due to the fact that my disc drive 
has been showing signs of old age, I 
have been unable to give it the Rouloc 
razor-sharp review treatment. The 
game is QCI - Operation Computer 
Industry - and is produced by a com- 
pany called Tearsoft. 

The plot concerns one Professor 
Decker who has kidnapped a bunch of 
programmers attending a software 
conference. His plan is to hold them 
hostage while you go off and recover 
a folder which will prove that the 
professor's son was killed in a fighter 
test crash in 1980. 

To keep the authorities at bay and 
the town clear while you accomplish 
your task, the professor has built an 
atomic bomb and has other aggres- 
sive tricks up his sleeve - no half- 
measures for this guy! 

OCI is a text only adventure using a 
simple vocabulary. It costs only £1 99 
on cassette and £2.99 on disc, so you 
can't really go wrong. Copies are 
available direct from Tearsoft at 
Seawinds, Croft Road, Lochcarron, 
Ross-Shire IV54 8YA. 

Lots of help has been supplied by 
readers in response to Dave Hall of 
Sheffield's pleas for assistance with 
Alternate Reality: The Dungeon. 
Although Dave has since written to 
say that he is well on the way to 
solving all the secrets of this adven- 
ture,! think it would help other readers 
to print some of the advice received 
from those adventurers who have 
taken the time and trouble to write in. 

David Lago of Burton-Upon-Humber 
says that he has found it better to start 
off with a new character, as imported 
ones seem to get killed off too easily - 
He brought in a really good Level 11 
character from the city but that too 
suffered the same early demise. 

The progression of statistics is 
much better if you start off from 
scratch, says David, and by using 



Back to the 
Golden Age 
of Adventures 



good weapons found in special 
places, you can have a better cha- 
racter at Level 5 in the Dungeon than 
by importing a higher level one from 
the City, 

David recommends that if you find a 
silver key on a corpse or elsewhere, 
you should take.it to the prison in the 
palace dungeon area. There you can 
free Acrissimird's assistant who wiJI 
give you a spell called Temporal 
Fugue which speeds you up in 
combat, makes you hit harder and lets 
you pick up dropped weapons. 

The oracle doesn't appear to know 
what your abilities are, but simpiy lists 
the quests in order, There's nothing 
for it but to keep on throwing in gold 
and listening. The first clue to the Gar- 
goyfe's riddle is SHIPWRECK and you 
can only cross the River Storm at mid- 
night. 

Susan Fairhurst of Ashton, near 
Wlgan, adds to th is by saying that the 
other words needed to answer the 
Gargoyle's riddles are ORACLE and 
BLOODSTONE. She warns to take care 
as there is something nasty 
the other side of the river. 

Susan and others also 
advise that you check that 
you have version 2.1, as 
version 2.0 has two FBI 
agents that prevent you 
from transferring a city 



character to the dungeon. 

Susan would like to know the sol- 
ution to the three doors. She knows 
that going to the first three times 
opens the one to the corridor and 
going to door two shuts it - but what 
does door three do? The answer is 
something to do with two other minor 
quests - but does anyone know what? 

Poet Laureate of the month award 
has to go to Dave Fox of Kemsing in 
Kent. He has sent in a number of 

Turn to Page 36 P- 
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rhyming tips for The Dungeon. For 
example: 

A beast with fangs and fearsome gaze, 
Whose hide will stop the keenest 
blades; 

Ait forms of magic it withstands, 
Yet thou might conquer with bare 

hands. 

Good, eh? What it actually means is 
that to gain the Bloodstone you must 
kill the Basilisk using the mirrored 
shieid and your bare hands. 

In return for his magnificent poetic 
efforts, the bard Dave Fox would like 
to know what is the Axiom of Truth in 
Ultima IV, Can anyone help? And, in 
addition, Dave Hall of Sheffield still 
has one question unanswered - what 
is the name of the Gargoyle? 

Finally, in response to requests from 
other readers including Chris Leighton 
of Sherwood in Nottingham and 
Andrew Merrett of Worthi ng, Sussex, I 
have given some hints for Guild of 
Thieves and The Price of Magik, 

Until next month, exciting adven- 
turing 1 



GUILD OF THIEVES 







To cross the room of coloured squares 
startfng on the black square, follow 
the colours of the rainbow backwards 
- violet, indigo, blue, green, yellow, 
orange and red - then move to the 
white square. You should have 
noticed that WOBNIAR is the word 
Rainbow spelled backwards! To return 
across the room, reverse the order. 

To enter the Bank of Kerovnia, you 
must place all the treasures in one of 
the night safes - the sign outside the 
bank will change, depending on how 
many treasures have so far been 
deposited, 

The pick is used to get the chips of 
mineral from the rock face near the 
waterfall 




PRICE OF MAGIK 



To recover the sword stuck through 
the catling, push the secret panel in 
one of the rooms - S then SE from the 
Misty Corridor - in the oak panelled 
corridor then pull the tever. To read 



the inscription on the ceiling, cast the 
fly spell on yourself 

To deal with the glowing gateway, 
try giving any spell focus - the pen- 
dulum, for example. 




^cvvjs^ - toner to 
yw fingertips! 



Atari have 
developed an 
exciting range of 
credit card size 
calculators and 
databanks - and 
we've negotiated 
two exclusive 
offers for readers 
of Atari User 



Tha CC91H ExecuCard is a Five-function 
calculator with an eight-character 
display showing a comma after every 
three digits. It's solar-powered only 
1.6mm thick and comes with a 
protective wallet. 



The □B210DR Data Bank stores ISO sets of data, 
each with seven alpha numeric characters and 
12 numbers. There's a fast search facility, a 
secret mode protected by a user-defined password 
and an eight digit calculator. Battery included. 



Product 


RRP 


Special 
reader offer 


YOU 
SAVE 


Price with 
subscription 


Atari ExecuCard 




£4 99 


£1 


FREE 


Atari Data Bank 


£19,33 


£16.99 


£3 


£1299 




Turn to page 61 to take advantage of this superb offer ^ 




NOW WE ARE 




This month Atari User is three Years old and much has happened in the last 12 months. The quality of software 
continues to improve as games players expect more and more from their computer*. Indeed Atari itself has 
launched an addition to its range with the Atari XE Games System. 
So to celebrate the success of the Atari as a games machine we are offering you the opportunity of winning; 




1st 



PRIZE 



The Atari XE Games 
System consisting of 
keyboard, 65XE console, 
light gun, joystick and built- 
in Missile Command, You 
will also receive copies of 
the classic Flight Simulator II and Bug Hunt, which 
shows the potential of the light gun. Value: £119.99 

"A sophisticated games playing console with an 
amazing range of software and the possibility of 
upgrading to a full computer at a later stage" 

Andre Wiitey, Atari User, February 1988 




2nd 



PRIZE 



From Tynesoft comes Winter 
Olympiad SB. This exciting new 
felease comprises five games wrth 
firtt-rate graphics and excellent 
gameplay. There are 15 copies to 
be won. Value: £UM each 
"Lots of lovely Alpine scenery for 
you to enjoy, and some good 
animation too. Sound effects 2nd music are also 
used to the benefit of the game's 2tmosphere. " 

Bob Chapped Atari User, May fSSf 



■rrn 


jit 1 











3rd 



PRIZE 



A voice: 




15 copies of Mi'ax Force and 
Phantom - two mart games oJ 
quality from Tyneseft, 
Vibe: £9.95 each 



Mirax Force: '7he Mttfflt graphics 
and superb scrolling complement 
each other ... with numerous ieveis 
featuring the very test of the Atari's 
graphic capabilities. " 
Hail Fawcett Atari Vser, January i$$S 

Phantom: "Character animation is superb both for spooks and your player 
character. Phantom is original and w$fi mnh toying for the sheer pleasure of 
jjOTffft-'' m Fawcstt. Atari User, My 198? 



WHAT YOU HAVE TO DO 



Simply answer the following four questions, 
complete the entry form and send it to arrive 
no later than May 29 P 1988. 



QUESTIONS 



1. Which event did Eddie Edwards enter in the 1088 Winter Olympics? 

2. In which year did Torvill and Dean win their last Gold Olympic medal? 

3. How many OhostBusters were there by the end of the film? 

4. Which film is famous for the phrase: "May the Force be with you"? 



ENTRY FORM 



ANSWERS; 



Name: 



Address: 



3. 



Postcode: 



This Toolkit 




delusive! 



Programming becomes so much easier when you've got 
the right tools for the job. With this Atari User package 
you can add TEN new commands to Atari Basic to 
dramatically improve your performance, PLUS your 
Atari will generate meaningful error messages 
instead of cryptic numbers. 

Toolkit automatically boots in from cassette or 
disc and makes use of a normally unused area of 
memory. 

Thfs package of stunning utilities - specially 
commissioned by Atari User - is an absolute 
must. It comes complete with comprehensive 
on-screen Instructions telling you how to get the 
most from each of the programs 

C> 

0* 




Calculates 
and presents 
tfl e useful 
A *ari User 

cn ecksums 
'nstantly. 



£5.95 tape 
£7.95 disc 



TO ORDER PLEASE USE THE FORM ON PAGE 61 



Game 




HERE'S a very addictive game set in 
an abandoned mine which you 
explore in your UEV - Underground 
Exploration Vehicle. You descend 
from the top of each level - nine in all 
- avoiding radioactive stalactites, 
stalagmites, and evil ghosts on the 
prowl for victims. 

A joystick plugged into port one 
controls the UEV's movements and 
the fire button accelerates it in esse of 
trouble. You start the game with nine 
lives - and you'll need them - with 
extra ones being given as you enter 
levels four, six and eight. Touching 
walls, ghosts or various obstacles 
robs you of one life. 

□nee you've completed a level you 
are awarded a bonus which is 
calculated according to the time it took 
you - the quicker you do it the more 
you score- 

Each successive level gets harder 
and some require a lot of thought 
before you can complete them. After 
you have finished press Start to begin 
again. 

The layout for levels one to four can 
be found between lines 900 and 1090, 
with i eve Is five to seven between 1550 
and 1740. These routines use re- 
defined characters which makes it 
very easy to customise your own ver- 
sion of the game. 

If you delete line 480 you can have 
infinite lives, while changing line 420 
to read; 




Levef one of the game 



42B RITUfiN 



will remove all collision detection for 
your UEV and allow you to travel 
through walls and see the whole game 
from start to finish. 



ttine runner 



It REH HINE RUNNER 
28 REH BV STEPHEN: KELLIAHS0N 
30 ft£H (cJ ATARI USER 

40 REM iiimaitij 

51 DIN SPC$I2tJ:5PCl= M 

" 5 REH 19SPACC5 
68 GRAPHICS A7;S£f COLOR 2,6,8 
79 POSITION B,iN!? 8£j' 

a* ? »f* Emm?in H:iLijfl|.i 
^0 ? ^ immtacn 

100 GO SUB 1)00: GO 3 1TB £044 

110 LEWL=i;PDKE 752 j 1 1 LIUES=S : POKE 70 

4,78 

izo sitpeer C08J ♦?5B«PEf r (8^ : go sue in 

0 

118 ft EM flM«MJi1IEirre 

141 RESTORE 1770] FOR 1=0 TO 18 3: READ A 

rPME 38tB8+I f A:NEXT I 

158 REH fllUmiHilte 

160 P MB=360fi A I PL=P MB nO 24 : PL4 = PMB+1 280 



iJ>l£=PH&+I5IS 

170 RESTORE 1?J0:FGR 1=0 TO 31; READ 
POKE PHG+I, AiNfKT I 

100 FOR 1st TO Z55IP0XE PLH^ POKr PL 
1+I,0;P4*E PL£+I,t:NEXT I 
iSfl POKE S3277 J JJPME 54Z79, 144 : POKE 5 
59j«2: POKE 623,1 

£00 Of STORE £20; FOR 1=0 TO MiREfl& ArP 

OIE PL 1+1+1*7, A ;WEKT I 

210 POKE 70S,148SHPOS1=5J249;POKE ffPOS 

ljlM 

228 DATA 56,124, £54,214, 146, 186, Z 38, 2 3 

I, 238,254,124,68,68,56,56 

230 tttfSR (15561 r REM INITIATE VBI ROUTI 

NE 

240 COLLFs 53252: C0LLP =5326 1: 605116 620 
250 5 PEED= 1536 1 ti P=15 3 ? : VP- 1 5 U : D IR=154 
t:P0KE 1541,0 

Turn to Page 41 R* 
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A 



The leading North West 
ATARI Specialist ATARI Dealer 



/Ladbi 

I Yy wompi 

^-J-^ f H t E A V A T 



ADBROKE 
OMPUTING 

t QH A L 



33 Ormskirk Road 
Preston, Lanes, 
Tel: (0772} 21474 (1 line) 
(0772) 203166 (5 lines) 
Bul/Board 27236 6pm to 9am 



A 

ATARI 



130XE Computer £119,00 

Disk Drive , Phone 

XC12 Recorder ....£32,00 





The Company has given yeara of full support to ATARI users Countrywide from their retail shop premises at Ormskirk Road, 
Preston. Now from their NEW Mail Oder Depot they can offer the same Excellent service to all Mail Order Customers. 
All Software and Hardware is fully tested prior to selling. This ensures Customers receive working items so that returned goods, 
and all the attendant frustration are a thing of the past. All Hardware is supported by our own ON SITE' engineers, therefore quick 
turn round on all repairs is Guaranteed, All prices quoted are fully VAT Inc. and there are no hidden extras', what you see is what 
you get. Delivery included in price. Please ring for latest prices, new releases, etc. 

DUST COVERS 
Computers , . ... £3.99 

Monitors ...£4.99 

Disk Drives £2.99 

Printers ..........£7.99 

We have a complete range of Software 
in stock and fully tested. 

IF ITS AVAILABLE we have it I 
Send SAE for full catalogue. 

Any Software problems? Queries? 
give us a ring we usually have the 
answer 

All Dedicated books and mags in stock 

FOR MORE INFO CALL ON THE 
ABOVE NUMBERS OR SEND SAE 
AND STATE FULL REQUIREMENTS 



D/S 
'D/D 

Per Disk.. £1.99 

10 Disks.. .£16.00 

10 Disks+Plastic 

library case £17.50 

100 Disks. £150.00 

500 Disks £650.00 

All Disks are covered by an 
unconditional lifetime guarantee. 



5V. D/S 
D/D 46TPI 

£0.80 

£6,50 



£7.50 

£60.00 

...£280.00 



Our ATARI trained engineers will repair all 
Hardware in minimum time at competitive 
rates. Pleas* ring for a quotation. All repairs 
carry a 90 day warranty. 

PRINTERS 

Dot Matrix 

Star LC10 - - £220 00 

NL10 Sheetfeeder £55.00 

National Panasonic,.., PHONE 

MP165 PHONE 

MP135 , PHONE 

LX86 Tractor Feed £19 00 

IXB6 Sheetfaeder £55,00 

LQS00 24pin DM , .,.,£525-00 

All Printers, Disk Drives etc supplied 
with cables eta NO HIDDEN EXTRAS 



TO ORDER: Simply send, or phone your order, stating Full Name, Address, Visa or 
Access Nos f Cheque or Money order. Make payable to Ladbroke Computing 
international, 33 Ormskirk Road, Preston, Lanes. PR1 2GP. 



See us on stand G14A at the Atari 
User Show, London 22nd-24th April 



NOW THAT 1 HAVE 
*DtSlQ£' I'LL NEVER 
SPENP ANOTUEJ? 




HOW DEBBIE MET A STRANGER! 



'Desire' is like an intimate conversation 
on your PC screen! Just phone in and 
join in for hours of enjoyment. There's no 
enrolment fee — just one phone call via 
your modem puts you through to a new 
world of handy services and fun things to 
da Take a look at the menu . . . 

Charge Rale 38p Inc. VAT peak & 25p Inc. VAT 
per mln. oft peak. 

LONDON E14 9TW PHONE NOW 



CHATTER BOX Trie interactive message board. Say what you want to say — 
stir up a hornets' nest, start up a friendship! See the immediate response! 

MAILBOX A handy way to leave messages with friends. 

DESIRE CLASSIFIEDS The perfect place to sell your old computers, or find 
a top computer job! 

GRAFFITI CORNER Whatever you want to say, here's where to say it! 

DEBBIE DESIRE'S PROBLEM RAGE Personal , emotional or sexual 
problems answered. 
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26* POKE 1S41 , § ! 5CQR E = 8 ! B0NU5=6 

2?e rem »:m«>tMirinrj:HJ°iAJ 

288 POKE SPEED, 199: POKE HP,?«;P0K£ VP, 
25: POKE DIR,i 
21* PEN 

380 POKE 53278 I 8:A-U5R{3*213) 

318 POKE 16,8; POKE 19, 8: POKE 2B,B:REH 

SET TIHEOS T* ZERO 

320 HEM IMllMMTlltMlirflJ 

32* A=USft (300*01 

348 IF PEEK CUP) (25 THEM POKE VP, 25 

358 If PEEK (VP)) 192 THEM S2B 

368 IF PEEK (COLLF) -ft AND PEEK £C0LLP> i& 

THEM GOTO 138 
370 IF PEEK (COL LP) 08 THEM GQSUB 420 
38 B IF PEEK (COLLF) =6 THEN GO SUB 678 
3?8 IF PEEK (COLLH (>6 THEN GQSUB 420 
469 POKE 53Z78,8:GQT0 330 

4i# rem mMiHimiadat nt'M 

42* IF PEEK (UP J >1 78 THEN P8KE 51278 j 0 ■ 

GOTO 33* 

438 POKE HP05 , 8 

448 FDR 1=18 TO 12ft: SOUND 8, M p 8j 14 : NEK 
T N 

4S8 SOUND 8,B r 8,B 

468 FOR 1=8 TO 28: POKE PL+PEEKCUP) H,8 
iNEKT I 

478 POKE 53278,8 

490 LIVE5=LIVES-lSG05U* 628 

4*1 IF I IVES (I THEN GQSUB 74*; GOT* 280 

588 POP :GOTD 281 

510 REM H!U UIU'lOfcMimi Uingn 

528 POKE HP D 5,0 

538 G05UO 62* 

548 TIME- (655 3 6*PE E K t!8 i 1 256*PEEK I 191 4 
PEEK (20)1 /SO! POKE 18,8: POKE IS, 8! POKE 
28,8 

558 ftONUS=mrieOB-TIME?:lF BONUS <8 TH 
EN BONUS 6 

568 5C0RE=5tO$e*BONiI5 

578 LEVEL=LEV£L*1 ! IF LEVEL' 16 THEN LEW 

EL=1 

588 G05UB 628: £0508 1128 

596 G05UB 790 

688 GOTO Z60 

618 REM IflHalMIMi'lJJ 

828 POSITION 8 > Z 8 1 ? B6i SPCSs? B6;SPC$: 

? fl5;5pt$; 

6JB POSITION 8,28:? tt6 ; "jfflE 41 ; LIVES; 11 

B p ; Bonus 

64B ? atj'UlBD"; level; " aEE"; score; 

651 RETURN. 
BOB REM ~ 



E'fiSE >:EV ANO HAKE GAP IN BG T T 



67* POKE 5W+201,BJP8)(E SN+396,8 
680 FDR N = i4 TO * STEP -1 
698 SOUND *,N, 10,12 
700 NEXT N 

718 IF LEVEL } 7 THEN POKE 5K+216,8 

720 RETURN 

736 REN BtMflliH 

748 POSITION 6,22:? N6;"GAK OVEN" 

75B SCQSE=8 ! BOHUS-0 ! LEVEL-1 : LIVE 5 =9 

756 IF PEEK 151279) =7 THEN 7*6 

77B GO SUB 11 78 j GO SUB 528 E RETURN 

786 REM I J MiUV\ *I>T ; 1:la«:n JJ 

791 FOR I=B TO 26; POKE PL+PEEK EVF1 +1,8 

ENEHT I 

808 RETURN 

818 REM FINISH LEVEL SOUND EFFECT 
820 REM 

838 FDR N=14 TO fi STEP -2 

648 SOUND 8,H*6 J i4,14:5DUBD 1,0*8,14,1 

2 

B58 FOR 0=1 TO 108: NEXT 0 

856 NEMT H:FOR 6=1 TD 50 S NEKT »S SOUND 

8,6, 8,8: SOUND 1,8,8,6 

876 RETURN 

sea rem iLVHMAW iyMti] JTIW t'l iW 1 



891 POSITION 8,8 



This is on# of hundreds of 
program* now svailsbls 
FREE for downloading on 

ITKaoliDK 



968 ? tt6j":; ;;;;;; i ;;;;;;;; V; 
918 1 B6i"< E": 
926 ? 06,"< P'i 
938 f «6j"<»»»»»»»» V'i 
946 7 WBi'K;;;; j;j;i;;jjji; C"; 
958 7 fl6i"{ P'i 
968 7 M6J "< P'J 
976 ? »6;"< »»»»»»»» I»j 
9B8 1 N6J"< SniiiHiiiittiiF} 
996 ? 86; n < r*j 
1688 1 t"; 
1818 ? M6J"<»»»»»»»» f"r 

1828 ? wUtnminimti t"i 
1818 ? a6;"< l"S 

1648 T N6;"< E"J 
1*56 ? t)6!"< »)»»»»»»t"; 

1 AGO ■> jtc ■ 'i / * ■ ■ ■ ■ * * « r« ■ 

1078 ? «6;"< r»; 
1866 7 »6! «'< C"J 



0 ^i^^Wt 



/a 



■ 



1698 ? n6; r, =» »»»»»»} >v'i 

1188 RETURN 

111* REM \JMt\mJti -MiMiMJ jnm 

11Z0 POKE 789,06! POKE 718,*: POKE 711,1 

78 SPOKE 7«6,LEVEL*16fl6 

1125 IF LEVEL) 4 THEN 1255 

1138 JF LEVEL) 7 THEN GOTO 1348 

1148 IF LEOELU TMEN fid SUB 8 98 ! RETURN 

1150 POKE Sttt?6, 125! POKE SM+34,iZ5 

1158 PONE SMt49 jr 12* 

1176 IF LEVEL: I THE* RETURN 

1180 POKE SM+10I, 125! POKE SW* 19 2,1 2 5 

1190 POKE SN4206, 126; POKE SMt210.120 

1200 IF LEVEL =3 THEN RETURN 

1210 POKE SK+261, 125: POKE 5^*267,125:? 

DKE SM*273jl25 

1220 POKE SM+284, 126: POKE SM+2J8,126 
1218 RESTORE 228 1 FDR 1-9 TO 14:fiEflD A: 
POKE PL2tIt72,6;NEKT I 
124* POKE 788,12 

125* IF LEVEL- 4 THEN lIVES=LIVES«l:GOS 

UB 626JRETURH 

1255 COSUB 1540 

1260 IF LEUEL=S THEN RETURN 

1270 POKE SK+lflJj 125: POKE 51^187,125 

1280 POKE SM+28?,126 

1296 IF LEVEL=6 THEN LIVES=1IVES*1 EGOS 

HI 62e:*ETUAN 

1366 PONE SH+293, 1261 POKE SH+115,126:P 

ONE 5H4 12, 12 5: POKE SrH25l r 126 

131* IF LEVEL =7 THEN RETURN 

132* REM 

1330 REM LEVEL* 

1346 FOR V=2l TO 361 STEP 28 

1358 F8R K=8 TO 17 f POKE SM+Y+X, 6;N£KT 

NllEir Y 

1368 IF LEVEL- 9 THEN G0SU8 1488: POKE S 

M+218, 193: RETURN 

1370 POKE 5 m 2,0 SPOKE SK+3,0 

1388 FOR 1=21 TO 142 STEP 88 

1398 FDR L=* TO 17 STEP 2 

I486 POKE 3tt+I+L,125 

1418 NEKT LSNEXT I 

1426 FOB 1=61 TO 382 STEP 88 

1436 FAN L=l TO 17 STEP 2 

144* POKE 5M+T>L,12S 

145* NEXT LSHEKT I 

146* POKE 5H+218 r 19I 

1478 IF LEVEL =6 THEN LIVES=LIV£SM : GDS 
UB 628;RETURN 
148* REN LEVEL 1 

1498 FOR 1=0 TO 78:L-INT(RN6(l)«368):l 
F PEE«CL4SM=8 THEN POKE L+SH^IHTfRNtC 
llNtlUlt 

1568 NEKT I: POKE SN*2,«:P0Ke SM+£p6 
1518 RETURN 
1528 REN 



PLOT SftSIC : C R E E K Dl^PLftY LEU 



EL^ 5 TO 7 



1538 


REM CONTROL CHARACTER ON LINE 268 


5 IS 


REV ERSE/ C ONTR 0 L AA 






1518 


POSITION 8,6 






155* 








1568 


T W;"OX »>» 




»))["j 


1578 


f IK""/ , . .... 




;;;["; 


1588 


? N6; J, 0) »» 


» 


»i"j 


1598 


9 nt\"'0 ■ ■ tit 


;("; 


1688 


* aero » 




»r; 


1618 


? »6^«<; jj 




* 1 1 i 1 1 


1*1* 


7 B6;"<>»»>») 




»))M"; 


1838 


? mrUiiin;;; 


III) i ■ ■ riii 
jjjpijjL r 



Tum to Page 43 0> 



May 1988 Atari User 47 




A IT IE NTT HON 

ALL 1050 
DISK DRIVE OWNERS 



The 1050 1.S. Plate. 

The ULTIMATE drive enhancement 
from Innovated Software. 



DETAILS 

Plug in. high quality, easily fitted PCB with 
full fitting Instructions. 
How with full Happy compatibility. 
Improved drive speeds - up to TWICE normal loading speed. 
Reduction of drive WEAR and TEAR: 
whole tracks can be stored in the PLATE'S 16K of RAM. 

Supports Double, Dual and Single densities. 
Sector SKEW is no longer required to obtain HI- speed. 
Will run all available disk operating systems, (DOS), including! 
SPARTA DOS, HAPPY WARP SPEED DOS 
AND OTHER HKJJl SPEED SYSTEMS, 
The PLATE drive can ako Oijm-lalc other 
drives via its massive on board RAM including: 
IS/ US DOUDLER, STANDARD 105ft p ARCHIVER, 

HAPPY, LAZER AND WARP DRIVE. 
Hl-SPEED reading and writing with special SIO gives 
an Increase in speed by a factor of SIX!! 
Many special commands have been adtted to the SIO table. 



SOFTWARE DETAILS 

Supplied with double sided menu disc 

and a special HI-SPEED menu. 
Built in diagnostic tester, sector copier 
and special backup menu. 



MANUAL 

A comprehensive 30 page manual is supplied with 
complete fitting instructions 
and detailed information regarding software drive control; 
to allow you to access the full potential of the PLATE. 

All registered owners will be supplied with any software 
updates* etc, for the price of a disk and return postage. 



Also supplied with... 

GREMLIN GRABBER III 




The most comprehensive, Hl-SPEED back-up 
utility disc ott the market, complete with manual 



This complete package 
NOW ONLY £89.95 inc. Pae/J>»tkm&«ui 32 month* witting. 

A saving of £24.95 on previous advertised price! 



Available only from: 




53 Rugby Road 
Worthing, 
West Sussex, 
BNN 5NB, 

Tel: 0903 700804 (24hrs.) 




TRANSDISK IV 

Commercial tapes CAN be 
transferred to disk!* 




READ ON! ^ 



Are you tired of waiting lor cassette games to load? Wojld you like to 
transfer them to disk tor taster, more reliable and convenient loading? 
You may have heard or read that this is not possible. Well, not only is 
it possible, but there is a program, Transdisk IV, that will do it all auto- 
matically, you require no knowledge of cassette protection techniques! 
To pot it Sim ply, Tran sdi sk IV wi 1 1 read AMY Ata ri cassette, (single , mu Iti - 
stage, no n- standard format, G4K-no problem !), remove the protection, 
then place it on to disk for you. Plus, to load and run the new disk version 
of a cassette program requires just one keypress from a convenient, 
autonjn menu disk. 

The cost of this, ihe most powerful tape to disk utility for the Atari is just, 
£24.95 inclusive of 1 rst class delivery. Also comas camp e'e with com- 
prehensive instructions which were specially written with the cassette 
upgrader and first time disk user in mind. 

Requires: Atari &O0XL or13QXE Computer with disk drive and cassette 
recorder. 

Remember, that not only wilt you save money on upgrades to disk 
(it they are available} but many games are only available on cas- 
sette anyway so Trttnsdisk IV has to be a worthwhile Investment! 

Send an SAE or phone lor more details of this utility. 

Make Cheque or P.O. payable to DIGICOMM and send your order to - - 

DIGICOMM 

1 70 Bradwell Common Boulevard; Milton Keynes. BUCKS MK13SBG 
Teh {0908) 663706 

Demonstrations arranged for callers by appointment B!^^ 
'For your convenience from the original cassette only. rX 



STACK 



COMPUTER 
PRODUCTS 



CENTRONICS PRINTER INTERFACE 

400, 800, XL, XE {Any 3 Bit Atari) 




TYPE 72000 

ANY CENTRONICS PRINTER 
NO SOFTWARE NEEDED 
ALL CABLES SUPPLIED 
EASY TO USE - JUST PLUG IN AND GO 
TRANSPARENT & CONVERSION FEATURES INCLUDED 
FULL YEARS WARRANTY . 





ME ED MORE LIMITED 
28 Farriers Way, Netherton 
Merseyside 130 4XL 
Tel: 051-521 2202 
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^ FrQm Page 4 1 

L64G ? ne; '< »»»»£*♦; 
1658 ? »6;"<r; ii'JiJJiJl"! 
1660 ? B6;"<»»»» »»»C"j 

i67t ? ii; n <;;;;;;;;; ?;;;;t**i 

1694 ? &6;"<»»»»»> »»C"i 

I6?i ? J^;;;^ ,, ; 
17#B ? *;"<»»»»» 
1711 ? B6; ; ; ; j ; ; ; j C"; 
i72# ? ttfi; 1 ^ i"; 
1731 ? !»;"< l"j 
1746 ? &6;"=>»»)»»)>»»m»j 
1759 RETURN 

176ft REM IMH:i4»Mil«IB 

1776 RATA 184,169,0,141,38,288,173,128 

, 2, 211,15,240,14, £81, 7, 209 , 8, l7i,126, 2 

1789 DATA 281,15,248,3,141,4,6, 173,132 

,2,211,8,248,4,281,1,248,22,162,8 

1798 DATA 286,6,6,173,8,6,281,2,208,5, 

169,3,14118,6,232,224,13,280,236 

1999 PflTft 162,e,236p9,6,A73,8,6 r 291,28 

8, 286,5,169,199, 141, 6,6, 173, 4, 6 

191f DATA 291, 7, 2B8, 16, 32, 6, 119, 3?, 65, 

119 , 239 , 1 , 6 , 96 f 281 , 11 , 2 88 ,10, 32 , 6 

1926 DATA 116, 32,65, 119, 286, 1 , 6, 96, 281 

,14, 268,18,32,6,116,32,65,11*, 286, 2 

1836 DATA 6, 96, 281, 13,249, 9, 32, 6, 118, I 

2, 6S, 119, 239, 2, 6, 2*1, 6, 296, 13, It 

1841 DATA 6, 116, 32,65, lift, 286, 2, 6, 238, 

1,6,96,211,9,288,12,32,6,118,12 

1859 DATA 65,118,236,2,6,286,1,6,281,1 



8, 268, 12, 32, 6, 116, 32, 65,119,286,1 

1860 DATA 6, 285, 2, 6, 281,5,268,12, £2, 6, 

119,32,65,119,238,1,6,238,2,6 

1878 DATA 96,172, 6, 6,142, 259, 262, 288,2 

53, 136, 299, 249, ?5p 184,174, 2, 6, 173, 5, 6 

1889 DATA 281,9,248,9,169,8,141,5,6,18 

8,76,32,116,169,1,141,5,6,166, 16 

1898 DATA 169,8,141,3,9,185,1,144,157, 

8,146, 288,232,230,3,6,173,3,1, 281 

1988 DATA 16, 289,238, 173, 1,6, 141, 1,288 
,32,249,117,96,173,8,6,261,199,264,3 
1918 DATA 184,114,96,98 

1928 REH liftLU 4 J A J.I iMdlM J J J.I 11 

1939 DATA 0,8,8,6,68,126,126,42,42,64, 

84,126,68,0,8,6 

1949 DATA 0,0,9,9,60,129,126,64,94,42, 
42,126,69,9,8,8,4 

1959 reh MMZMHinni 

1969 RESTORE 1990 
1979 FOR 1=0 TO 36 

1989 READ A: PAKE 1556+1, A; NEXT I 

199B DATA 194,199,6,169,31,162,6,32,92 
,229,96 

2899 DATA 238,108,6,173,194,6,141,1,2* 
9,286,161,4,173,161,6,141,2,268,238,19 

7,2 

2618 DATA 169,8,133,7? 
2428 DATA 76,95,223 
2438 RE TURK 

2946 REH l*iHi»i;MJJi||flJt^ 

2958 DIH HL£[40} 
2869 REH 

287* CHB*5E=Z59«tl36) 

2084 RESTORE 2110! FBfli L=l Tl 36: fit AD Q 

2899 M$(l,|J-CMtf(A>;NEXr L 

2189 A=UiHCADR(Pfl$>,136] 1P0HE 756,136 

2116 DATA 104,194,104,133,204,169,224, 

133, 2»6, 162, 0,169, 9, 177, 205, 145, 243, 29 

9, 294,249 



2126 DATA 164,264,260,132,294,164,246, 

249,132,206,232,224,5,241,232,96 

2134 FOB 1=8 TO 7: RE AD D 

2149 POKE CHBASE+C 26«81 41, D; NCftT I 

2159 DATA 77,239,255,191,127,235,224,1 

12 

2168 F6R 1-8 Tl 7: READ D 

2178 POKE CHBA5fK27ttBl+I,fr;llEflT 3 

2194 DATA 52,247, 235,221,255,171,64,6 

2198 FOR 1=8 TO 7! HEAD D 

2288 POKE tHBASE* (29*9) +1,0: NEXT I 

2219 DATA 112, MB, 249, 268,224,176, 112, 

248 

2228 FOR 1=6 TO 7: READ D 

2238 POKE CHBASE* C m6J +1 , D : KEKT t 

2240 DATA 64,64,235,255,127,187,253,95 

2258 FOR 10 T6 7: READ 1 

2260 POKE £ffBASEH36tf8) +1,6: NEXT I 

2276 DATA 8,192,235,191,221,171,183,11 

8 

2288 FOR I-B TO 7 : READ D 

2298 POKE CHBASt* f31#9J *I, 0 i NEKT I 

2368 DATA 6,7,215,251,255,249,103,94 

2316 FOR 1=* TO 7 : READ D 

2326 POKE CflBASEH59*9}*I,D:NEXT I 

2336 DATA 14,4,11,13,7,11,15,6 

2346 FOR 1=4 TO 7 : READ D 

2356 POME CHftA5Etcft8H9Mr,D;NEKT I 

2366 DATA 44,98,1*7,221,251,215,7,3 

2378 FOR 1=4 TO 7: READ D 

23*6 POKE CtiBASE* (61*6)11, 6 :iEXT I 

2396 DATA 124,40,46,24,56,40,16,4 

2406 F04 1=8 TO 7: READ 9 

241* POKE CHBASE+(62*8HI,D:NEXT I 

242* DATA 6, 16, 48, 56 , 24, 4ft, 44, 124 

2438 FOR 1=0 Tfl 7 I RE AD D 

2448 POKE CHBA5E+8il,D:HEKT I 

2450 DATA 8,36,66,98,125,98,48,35 

2468 RETURN 
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Has upgrading your computer given 
you hardware you no longer need? Or 
have changing interests left you with 
unwanted software? Then THIS is 
the place to advertise your surplus 
items. Atari User readers are always 
on the lookout for a bargain and this 
is the first place they look I 



C/ass/ ^d7av^. : J 

* ds Cao only h e a ^ 

'"-ufflctont room onV 0lJ ; ad " there^ 

10 words : S2 ° P ^word r wfth a 
We GUARANTEE 

next a ^^b/e /sL y & ° U I ad *W appear ■ 
^_ iSSUe of Atari User m fhe 



* Volume's 1, Nos. 5, 6 r 9, 
10 issues 'Atari User' 
wanted in any condition. 
Any reasonable price paid. 
Write: PO Box 8556, GR-100 
10, Athens, Greece. 

• Wanted 1050 disc drive. 
Reasonable price. Tel: 031 
552 3028. 

m 130XX XC12 Data 
Recorder, joystick, games + 
mags £100. Details. Tel: 
Woodbridge 6346. 

e 1027 printer. Mint with 
Atariwriter disc £65, Tel: 
0227 464828. 

e New 8 Bit chips cheap. 
Original s/w Atariwriter, 
Datasoft Compiler, 
Microsoft Basic II, 
Neumenue Dos + Demo, 
tape to disc, many more £8 



each. Music construction 
set, Silent Service + more 
£4. Tel: 0600 6144. Micro- 
Link MAG40417, Prestel 
011111439. 

# Wanted 1027 printer, 
working order or for spares. 
Tel: 061 707 2992. 

• 8QQXL, 1050 disc drive, 
1027 printer, 1010 recorder 
and joystick plus some 
original software, job lot 
£21 5 o.n.o. Tel: 08894 78393 
evenings. 

• Atari 800 XL (Revision C 
Basic), 1010 recorder, 10+ 
games, joystick, books, 
magazines £130 o.n.o. Tel: 
Malvern {06845) 5936. 

# Data Recorder and £140 
worth of games for sale £75 
O.n.o. Tel: 061 790 0813 ask 
for Robert. 



e WS2000 modem £70 
posted. De-Re Atari £8. Page 
6 on disc, 26-31 £15, Tel: 
0245 269030. 

• 800XL and cover, 800XL 
(not working}. Atari 400, 
1050, 810 disc drives, 1010 
recorder. £200 of software, 
assembler editor and utility 
pack, M,L book £300, Peter 
Barry, 61 Willowbank Road, 
Birkenhead, Merseyside, 
L42 7JX 

0 Atari 1029 printer as new 
with box utilities including 
10 print £90, Tel: Coventry 
713404. 

O Computereyes, Digitiser, 
software and manual £85. 
Speech Digitiser and recog- 
niser includes software, 
phones, mic and manual 
£45. Touch Tablet, Atari 



Artist, Colour Space, Fun 
with Art, Tech n icolour 
Dream only £25. Tel: 01 542 
9326. 

• Atari 1029 printer for sate, 
as new £70. Tel: 01 724 
5472. 

• 800XL, 1050 drive, XCII 
cassette, joysticks, soft- 
ware (latest games), mags 
etc, £200, Tel: 0268 754043 
may Split for right offer. 

• Atari 1027, letter quality 
printer for sale, virtually 
new, still with box, manual 
etc only £60. Tel: Farnham 
(0252) 713775 ask for Steve. 

• Wanted disc drive for 
Atari 65XE write to Alan 
Morley, 4 Norfolk Square r 
Great Yarmouth, NR30 1EE. 
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10 words €2.00 
IS words t3 0Q 
20 words LA OC 

30 wordi C$ 00 



I certify that any software offered 
for sale ie original and rot a copy 

Signed 



Cheque *ncloi#d for £_ 



Address. 



POST TO: Atari User Classifieds. Europa House, Adlington Park, Adlingtan, Macclesfield SKlO 4 IMP 
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Fill in 1 
now for ' 
the next j 
issue i 
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Your programming problems 
solved by ANDRE WILLEY 



THIS month the first letter comes 
from Bryan Kennerley who is based at 
Rhyl in Wales. He has a few questions 
about some puzzling aspects of the 
Atari floppy disc system. 

t I am currently writing a disc sector 
W editor and while doing so I have 
uncovered a few unusual phenomena. 
Firstly, on reading the directory of 
Alternate Reality - The City {disc t 
side tl two directories appear to be 
displayed in a random order. 

investigation reveals that on 
reading the directory sectors (361' to 
364} the same thing occurs* How can 
these sectors hold one set of data on 
one pass and a completely different 
set on the next? 

Also, while writing the Oil routines I 
made extensive use of The Dos 2.6 
ramdisc on my 13QXE, and in doing so 
I discovered a seemingly pointless 
function, If a working DU is disabled 
by setting bit ? of location 54286 to 
zero {using POKE 54286,64) before 
accessing a D8: ramdisc file, the DU 
miraculously springs back into life 
again. Is this essential to the ramdisc's 
operation, or is it just a bug ? 

I would like to include in my pro- 
gram the capability to detect, examine 
and create bad sectors - but to do so I 
need to know what one is. What 
makes them different to ordinary m 
sectors and how are they created? y 

As far as the DLI part of your ques- 
tion goes, the answer is probably a 
slip up on the part of the authors of 
Dos 2.5. When the ramdisc is accessed 
various portions of rom and ram are 
switched in and out of the memory 
map, and the operating system must 
always be deactivated before 
attempting to do such bank selection 
operations. 

This involves turning off both the 
Vertical Blank and Display List 
Interrupts (VBIs and DLIs) by setting 
location 54286 to zero. Normally the 



original contents would be stored 
temporarily on the stack, but En this 
case that doesn't seem to happen and 
the value 192 is restored after the Dos 
call - re- activating any DLIs as well as 
the required VBI system.- 

The other part of your letter req ui res 
a greater understanding of the way in 
which an Atari disc drive works. 

Although we tend to think of disc 
sectors as being numbered sequen- 
tially from 1 to 720, the disc drive 
actually sees them rather differently. It 
deals with the disc as 40 separate 
tracks with each containing IB sectors 
of data (or 26 if you're using an 
enhanced density disc). 

Each sector within a track is as- 
signed a number between 1 and 18 so 
when you ask to read a given disc 
sector, the number you specify must 
first be converted into track and sector 
references - and only when the disc 
drive's read/write head is positioned 
over the correct track can the sector 
offset value be used to read in the 
correct data, 

For example, if you try to access 
sector 18 the drive looks on track 0 for 
the sector numbered 18. Similarly, 
sector 19 would actually be at track 
IVsector 1 and so on up to sector 720 
which is really track 40/sector 18, 

Some manufacturers use a special 
timing hole punched into all 5.25in 
discs to work out where each sector 
occurs within a track. Atari, however, 
opted for a software approach and 
each sector has a short block of 
header data which provides the sector 
reference number and some error 
prevention checksum data. 

What you have come across is a 
method of copy protection used by 
some disc manufacturers, As you 
have observed, the first directory 
entry is located at sector number 361, 
which is in fact the first sector of track 
20, Whenever you ask for a directory 
(from sector 361) the drive head 
moves straight to track 20 and starts 



reading each sector in turn until it 
finds one with a header value of one. 

As soon as it finds the correct 
header it knows that it must send the 
next 128 bytes of data directly to your 
micro. Finally, all the data bytes are 
added together and compared with 
the original checksum digit found in 
the header, and only if the two num- 
bers match will the transfer be con- 
sidered complete. 

The drEve expects there to be 18 
individual sectors, each with a unique 
number, but it is theoretically possible 
to have more than one sector with the 
same reference number - it being pot 
luck which one the drive arrives at 
first. Some discs even contain 18 
sectors, all with the same number - 
giving 18 possible sets of data for one 
official sector number. 

There are obviously some devious 
ways of contriving to read a specific 
sector out of the 18 present, but there 
is no point going into detail because 
there is absolutely no way in which 
you can create a disc like this with a 
normal drive, Software manufacturers 
use some very special pieces of equip- 
ment to make such discs, and the pro- 
gram won't run unless this custom- 
format is present 

The same applies to so-called bad 
sectors, which are often physically 
damaged or given incorrect checksum 
digits - thus returning a disc read 
error even when there may be 128 
bytes of good data present. Once 
again, you can't create these with a 
normal drive - indeed Atari has 
provided you with an awful lot of 
circuitry to prevent the possibility of 
any bad data being recorded on a disc, 

Of course, you are a responsible 
Atari owner, and wouldn't be inter- 
ested in actually copying such things 
anyway, would you? That wouJd be 
both illegal and immoral, and is the 

Turn to Page 46 > 
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reason why such weird and un copy- 
able data formats were created in the 
first place. Here endeth today's 
lectureE 



Superscript puzzle 



On now to a letter from the Nether- 
landsj from Th.PJ. Bloks: 

£ Last August i bought the Super- 
w Script word processor which I had 
seen advertised in Atari User, and 
which ! arn generally very happy with. 

However, a few days ago I was re- 
reading your March 1986 issue con- 
taining the Superscript review in 
which the reviewer mentions a bug 
with the Return character (13) versus 
the normal Atari code of 155. 

As i had already encountered the 
problem of printing a text fife to disc / 
was glad to get an answer to this 
problem, so t decided to follow the 
reviewer's advice and alter the 13 on 
my work disc defaults fife, and in the 
Epson file on the master disc. 

i booted up Superscript and haded 



the Epson printer driver and changed 
the Return number 13 to 155, Then i 
used the Document Replace option to 
write the printer driver back to my disc 
and put the program away. 

The following day t tried to boot 
Superscript and / could only get the 
READY prompt or the Self -Test menu. 
Upon checking the disc I found that 
the first three files, the ones with 
hearts in the directory, had been 
deleted, t then used the Restore option 
from my modified Dos 2.9, and now 
the defaults fife seems to contain 
some 800 sectors - but the disc still 
doesn f t boot 

t hope that you can offer me a sol- 
ution as to how to get Superscript 
working again f or print a warning in 
your magazine for other readers 
so it won't happen to anyone else, S 

As you have by now realised, it's 
always a mistake to write anything to 
a master disc unless you've first made 
a backup of ft. Since Superscript is 
heavily copy-protected, it's best to 
assume that you just don't write 
anything to it at all. 

What you should have done is to 



write your new defaults fie on to your 
work disc, and not used the original 
version on the master disc at all. As 
you have discovered, your master is 
now corrupted and you should send it 
back for a replacement (although you 
will probably have to pay the media 
cost - somewhere around £3 to £5 
sounds reasonable). 

The first three boot files on the disc 
were originally hidden from view by 
altering their respective directory 
entries, so when you tried to write a 
new file on to the disc the first blank 
entry was assumed to be empty and 
re-used, thus corrupting the hidden 
DOS.SYS fie. 

I reckon that such techniques should 
not be used on business programs, 
and you should not only be allowed to 
but be positively encouraged to take 
backups of your master discs. After all, 
you've paid out your £50 and the pro- 
gram is now useless through no real 
fault of your own. I hope you get it 
sorted out soon, and perhaps software 
houses will ensure that future ver- 
sions of such programs will be 
released En non-protected forms, as 
they already are on the ST. 



Guide to local dealers 




SOFTWARE 
EXPRESS 



EUROPE'S LARGEST 
ATARI MAIL ORDER 
COMPANY 

(021) 328 3585 



ATARI 



JL 

ATARI 



NOW IN 

STOCK 
The New Atari 
ROM Cartridges 

XL & XE 
(See other 
side for details) 



A 

ATARI 



OPENING SOON 

OUR NEW ATARI STORE AT 

9, EXETER STREET 

PLYMOUTH 

PHONE (0752) 265276 

ALSO AT 514/516 ALUM ROCK ROAD BIRMINGHAM B8 3HX (021) 328 3585 
212/213 BROAD STREET BIRMINGHAM B15 2JP (021) 643 9100 



NEW ATARI 
ROM CARTRIDGES 
AVAILABLE 

Track and Field 
Ftascus on FrBcluluE 
Blue Ma* 
Arch on 
Ball Biaiar 
Lode nurvtar 
FigM NlQhi 
Pol* P*s*tlon 
And many often 

Ptionefor prices 
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Guide to local dealers 



CARDIFF 



^^^^^ 



EAGLE 
COMPUTERS 



South Wales' Largest Atari Dealer 

Atari DTP, Full range of software 
Plus Laser Printing in Postscript and 
Hawk Scanning facilities 



Charles Street, Cardiff CF1 4EF 
Telephone: 0222 390286 



LEICESTERSHIRE 



B, BYTES COMPUTER SYSTEMS Of Hinckley 



FULL SUFPOftT FOR ATARI ST AhD KLXE 
All ST computer! from B.Bylea come with • frt* starter peck which Include*: 

B.Base II (Advanced card indej 50 PD Saxr^s CHwklcp tecessoriK 

da* a ib) ST Wpcd |Wwd pnxasscf ) Sound and rjfapaiies dsmos 

Wftbcfiroms (Art p&xp) \JWm 

Fiktndly and eiperl ad™ lo help rau get tha meat out ol ycur nachr* and: B.BylBS aiaarisad maa$ft msi 

3 5" &•$ D'O disks oriy C1 *adi if pxjbtf f 4flar nwt 
35^ nil setacted software flop tites rat lubtisli) 
Up to 25% Utl scflware tor bJI olhaf machine 
ExtensivB ranges ol Alaui Accessories, Jey&eks and Bcsfcs 
Plus* wri* or prun-ii for true jntonnalnn pack 
B. BytM Computer SyilBnu 
Ifl SoLflWleld Hwd, Hnckley, LelcestmHw, L£l0 1UA. Tel.: [W55) 513377 
Ail Frbees Include VAT, Pi? may be ex&a. 



BUCKINGHAMSHIRE 



FIDGET 

COMPUTERWARE 

30% off all Atari 8 bit products 

Wide range of all Atari and Atari ST 
Software, Books, Joysticks, Dust Covers, 
Blank Discs, and much much more. 

Phone 0494 33144 
for details 

Write or phone for free catalogue 
and details of free membership of 
Fidget Discount Software Club. 



Dept. PCW 150 Desborough Road, 
High Wycombe, Bucks HP1 1 2QA 
Telephone: 0494 33144 



GLASGOW 



GLASGOW COMPUTER CENTRE 
ATAR] AUTHORISED DEALER 
AND SERVICE CENTRE 



RAM UPGRADES 



For Atari 520 ST/M/FM. Please phone for prices/Availability 



3.5" DISKETTES 



...£17,50 



Branded SONY disks, single sided 

(with two free storage cases) 

Branded SONY disks, double sided ... £16.00 

Above prices are inc. Of VAT & P/P 



Analogue 10 DigilaF Converter £130.00 



Now. . . Card Computers present the lirst industrial standard 
AID converter for the ST 



T»ch Specification*; 
& chtmelt 
& W r«»luiH>n 
SS micro seconds oonvertion rata 
r>5V Input 
Plugs Into cartridge port 
Compact w«: 5,4k5,an2,3omi 
CH 1 ST Replay Ccmp*lfcta 



Appllcallone; 

Sound aajnpJIng, T*mp*ratur» 
mea&uram(rt1. Electro cardiogram s 

Qksod pmtun. . . ate 
Currently Nil ng, u*ed in the cardiac 

intensive care uni el Glasgow 
Infirmary, mon^vlng paltent'i bk»d 
pr*isw« wavifef me 



GLASGOW COMPUTER CENTRE 
122 WEST NILE STREET, GLASGOW G1 1Q2 

TEL 041 332 6246 
. PROGRESS THROUGH TECHNOLOGY 



BUCKINGHAMSHIRE 



QUALITY 
DUST COVERS 

ST or STFM ■ £4.95 

Monitor * £4.95 

XL/XE £3.75 

ST Monitor Cable £9.95 

Other covers & cables available - state machine type 

Atari Paddles £9.95 
Mouse Mats £4,95 

Keep your mouse tidy - 

Mouse House (sticks to monitor) 

£3.99 

VCS Cartridges from £2.99 
800XL/130 PSU £18.95 

Large range of 1 6 ft 8 bit software & peripherals 
available, Please send s.a.e. for full list - please 
quote AU 1 

C ? Capri Marketing Limited 
R 24A WHITE PfT LANE 

^ FLACKWELL HEATH 

NR HIGH WYCOMBE 
BUCKS HP10 9HR 
WAREHOUSE BOURNE END (0C2B5) 312+4 







Contact Jane Conway on 0625 878888 now to have YOUR company included In this section J 
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PERCEPTION 

from George Postler 



TEST your reaction speed to a 
given situation by playing this fun- 
to-use program. Pressing Start 
begins the game and the micro dis- 
plays two numbers on the screen 
for a short time. If you recognise 
them as being the same press the 
fire button on your joystick, which 
should be plugged into port one. 

If you are quick enough and the 
numbers are still the same the 
computer will award you one point 
but if you are wrong your attempts 
left will be reduced by one. After 
five goes the game will end and 
your final total will be displayed. 



PROGRAM BREAKDOWN 

1 Sets up a Graphics Mode 
2 + 16 screen and tests for 
Start to be pressed 

2 Generates and prints the 
two random numbers and 
tests for the trigger to be 
pressed 

3 Speeds up the game, prints 
the score and your number 
of attempts 

4 Tests whether X is the same 
as Y r subtracts attempts and 
returns to line two 

B Adds one point and returns 
to line two 



Recently our readers have 
been sending us Five 
Liners that have been 
getting more clever and 
imaginative by the day. 
They're finding lots of 
ways to cram more and 
more code into the tight 
space available. So here 
are a couple of tips to help 
you enter the long lines. 

Firstly, enter POKE 82,0 
to remove the left hand 
screen margin. This allows 
you to enter four lines of 



Basic on the screen. You 
should also leave out all 
u necessary spaces. 

Whenever possible use 
the abbreviated form of 
the commands. Some 
common ones are: 



GRAPHICS GR. 



FOR 

NEXT 

SOUND 

GOTO 

DATA 



F, 

N* 

SO. 

G. 

0. 



ENHANCED ON- 
SCREEN EDITOR 

from Karl Fitzhugh 



HOW often have you been setting 
up a Graphics 0 title screen when 
y° u 've had to strain your eyes to 
count the characters to the left of 
the cursor in order to work out 
coordfnates for a POSITION 
statement? 

Or how many times have you had 
to dig out your trusty manual to 
look up the internal code for a cha- 
racter when you needed to POKE it 
directly to the screen? 

This Five Liner solves both of 
these problems. It sets up a 
machine code routine resfding in 
Page 6 - locations 1536 to 1717 - 
that executes during the vertical 
blank perfod - VBl - so make sure 
that your program doesn't use this 
area of memory. An extra line of 
text is edded at the top of a 
Graphics 0 screen which shows the 
current row and column of the 
cursor, as weJI as the internaJ cha- 
racter set code for the character 
currently under the cursor. 

Once you have typed it in, save a 
copy before running it as any mis- 
takes in the DATA statements could 
cause the computer to crash. After 



1 GftflPHICS l8:KrlMs? 86;"PHE55 WSt* 
i POSITION 6,1*:? tttj'VOUR SCORE:"! tl P- 
5! GRAPHICS ft: 01 PEEK £S 3 £7?) OS GOTO 1 
:8=8 

2 K =»I CRIB 18) #10} iY -INT CftMD CO) *1 81 I P 0 
SITI8N 7,5:7 D6;KSP&SITI0N 11,5:? flfiiT 
IFOP- M=8 TO K;S=STRIG(t) SDN 5=0 G05L£B 
4 1 NEK T M 

3 H=((-8 , 1 : POSITION 4,8 :? ttSTVOUffl SCOR 
E-"38;PD^1TI0M 5,11:? H6; 'tliLUAfi 
:0N Pt=B GOTO l:G0TQ 2 

4 IF HOY THEN P=p-i:FM K=8 TO 18i:S0 
UNA B,M, 4,1B:MEMT HlHHIM e,B,8,0:RETH 
RN 

5 e-B+UFOB U=8 TO 20S: SOUND 8,11, 18, It 
iNEKT N;S01JN& 0j0,0,8:ftETURH 



the program is run you can type 
NEW to delete the Basic from 
memory and call the routine by 
typing X = USR(1576). 

If you press Reset or execute a 
Graphics 0 command you will have 
to call it again but don't call it from 
any other mode or you will just get 
garbage on the screen. 



1 AflTfl 8,35,47,44,8,29,0,16,16,0,0,58,1 
«7, 55, 6,25, 8,16,16,0,0, 15,48, 33, 58, SI, j 

37,52,0,35,47,36,37,0,29,0,16, 16,16,8, 
164,162 

2 0ATA 147,160,4,142, (0,2, 146,49,2,166 
* 88, 164, 65,142, 154, 6, 141, 155, 6, 16Z, 6,1 
68, 71, 169, 7,32, 52,228,56, 165, 9J, 32, 134 
,6,185 

J MT4 26, 141 ,38, 6, 138, 32, 114,6,165,26 
,141, 37, 6, 24,138, 115, 16, 141, 36, 6, 165, 8 

4, 32,134, 6, 18S, 26, 141, 18, 6, 24, 136, it5, 
18,141 

4 BATfl 17,6,165,85,32,114,6,105,26,141 
j8, 6, 24, 138, ltS, 16, 141, 7, 6, 76, 58, 228,1 
£2, 8, 56, 2J$, 10,144,4,232, 7S, 137, 6, 24, 9 
6,112 

5 FOR 1=1536 TO 17l7:REAfl B SPOKE I,BlN 
EXT l:MTA 60,66,0,6,16,66,64,156.2,2, 
2,2,2,2,2,2,2,2,2,2,2,2,2,2,1,2,2,2,2, 
2,2,65,147,6 



1 LL6 fL) 

2 RAM (V) 

3 NMC(O) 

4 TLG (4) 

5 7NS tO) 



PROGRAM VARIABLES 

Y The two random numbers 
P Number of attempts made 
B Score 

K Controls the speed of the 
game 




1 27Y (O) 

2 AUU (P) 

3 VN4 (Y) 

4 J45 {W) 

5 SGK (H) 
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IF you've written any 
useful or interesting five 
line programs why not 
send them to us to grace 
our pages? 

We pay £25 for each one 
published, 

You should give a full 
description of the routine 
and any other details that 



Win £25 



are relevant. And remem- 
ber if you want your 
materiaJ returning please 
enclose a suitably 
stamped package. 



Simply send a copy of 
the program on disc or 
tape together with the 
documentation - pref- 
erably as a word pro- 
cessed file - to: 

Atari User, Europa 
House, Adlington Park, 
Adiington, Macclesfield 
SK1D4NP, 




BOUNCE DEMO 

from Keith and 
Joel Goodwin 



THIS program proves that you can 
achieve smooth fine serening without 
having to use complex assembly lan- 
guage, Instead it sfmply manipulates 
the display list to do the trick equally 
as well. 

When you first run it, the message 
ATARI USER MAGAZINE! will bounce 
up and down the screen very 
smoothly with none of the jerkiness 
that usually occurs with on-screen 
character animation, After a short 
while it slows down until It stops at the 
bottom of the display: Then it starts all 
over again. 



PROGRAM BREAKDOWN 

1 Sets up the display list, dis- 
ables the screen and sets up 
the variables 

2 Finishes the display list and 
prints a message 

3 Re-enables the screen and 
fades in the message with 
sound effects 

4 Scrolls the message down, 
lowers the height of the next 
bounce and checks whether 
the message has stopped 
bouncing at the bottom 

5 Makes the sound of the 
message hitting the bottom, 
scrolls the message up and 
makes the sound of hitting 
the top of the screen 



1 Z=I12:GRAPtfIC5 17: POKE 553, 0 ; S-5J760 
: 6= PEEK r566) : r=PEEK (561) ;D=G+I»Z56:L=P 
EEttCW) :fl-PEEJt(p*$J :FDR P=I TO 22;P0K 
E O+P,0 

1 H£KF PJPOKE 0*23, 71 SPOKE D*24j L : POKE 

&*Z5,H:P0Kf B+2fi # 6S}P0KE »4Z7jE;PaCC 
H2f ,11? #6; "ATARI USER N&tAZINE! 11 SPOK 
t 712,* a 

3 POKE 559, 34! FOR 6=0 TO IS STEP 0,2:P 
OltE 706,224*8: POKE 53760,8*10 SPOKE 517 
61, 192+8 SPOKE 53768,1 ; NEXT BJS00N& 6,# 
,0jB:SO1JND 1,0,0,0 

4 FOR ft=p-l TO I STEP -l:F0fl R=0 TO Z 
STEP 16: POKE 6*0 > ft: NEXT FT: NEXT QJP-P-2 
:IF P<« THEN FOR A-0 TO 7&S:«EMT A: RUN 

5 FOR 8=15 TO 0 STEP -JS50IW& 8,10,8,1 
rNfHT B:fOR 0=1 TO P~i:F0R R=Z TO 0 ST 
EP -16 SPOKE 0*0, R: KEMT R: HE JIT Q IFOR 6 = 
15 TO 0 5TEP -5:5011*0 f ,5j0,D:NEKT B;G 
0T0 4 



— I 




1 4P4 (F} 

2 EL6 {D) 

3 483 (F) 

4 LKT {P\ 

5 LPJ {0) 



G, I 
D 

L r H 



Q, R 



VARIABLES 

Low and high bytes of the 
display list 

Location of the display list 
Low and high byte poin- 
ters to the screen memory 
Holds the height of the cur- 
rent bounce 

FOR NEXT loop counters 



LACE 

from Damon Burroughs 



HERE'S a super little program that will 
show you |ust how easy it is to create 
colourful graphics on your Atari. The 
finished three-colour picture is drawn 
m eight parts - mirrored in the spe- 
cified colour. 

When the program has finished it 
holds the pattern for a short while end 
then starts it again. Also included is a 
short sound effect which can be heard 
as the screen is drawn. 



10 



20 



30 



40 
50 



PROGRAM BREAKDOWN 

Sets up sound, colour and 
graphics mode and then 
draws the first stage of the 
computer Jace 
Draws the second stage, 
changes the colours for the 
next two and then draws 
stage three 

Draws the fourth stage, 
changes the colour for the 
next four and then draws 
stage five 

Draws stages six and seven 
Draws stage eight, switches 
off the sound, holds the lace 
design for a few seconds 
and then loops back to line 
10 to re-draw the pattern 



10 500U& 1, 158,150,12 S«AP«IC5 i;M6:C 
OLOR i:F0R «z & to m 5Tfp BtpiQJ „ g 

:mmntd n r ?9i*m x:for x = i to is* ste 

P 5 

20 PLOT 7J l U0:frRftMTO N,?>:NEXT X I COLO 
« 2! FOR K-9 TO 155 STEP 5! PLOT 79,120 S 
0RAHTO K,7>:IIEKT KlFO* X=0 TO IS* STEP 
S 

10 PLOT 75,50;Oflft||rO K,73:«EX7 Hi COLOR 
3:F0R H-B TO 155 STEP 5SPL0I 2,0: PRAM 
TO H,7S:NEKT Hi FOP «=# TO 159 STEP 5 
40 PLOT 158,0: DRAHTQ Jf f 79:llfJ<T X;F0R M 
-0 TO 153 STEP 5! PLOT 155, m.OflAHTG K 

^r.nm xifor x=« to m step 5 

50 PiOT 2,138 ;GRANT0 K,73:l»EXt ffjPOJtl 
SJ768,15iFG« DZ0 TO lBBBlNEUT DiCOTO 1 
0 



/Get # 
/ right! 



10 5GD (C} 
20 7 AS (QJ 
30 ?UJ (1) 
40 OAF (Q) 
50 SFV (6) 
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Now you see it, 
now you don't 

LEW GOLDING continues his look 
at animation using Atari Basic 



AS we saw last month. If s quite easy 
to make a keyboard character move 
around the screen by Just printing a 
blank space over it, then re-printing it 
somewhere else. 

This is fine as long as the 
background is blank, but suppose the 
character has to move across a terrain 
map or other scenery? If you print a 
blank space every time the character 
moves, it will leave behind it a trail of 
missing background. 

The theory behind overcoming the 
problem is straightforward: We first 
look to see where our moving cha- 
racter is about to land, find what's cur- 
rently printed there and store the 
information in a safe place. 

Next we print our character, which 



IB REM Progran I; 8-di rational joysti 
ck-cont rolled *oveient over a bacfcgrou 

2f CttfHItt 0:RtM Necessary ^or LOCATE 
command to uork 

SI POKE 752,1 :? CH«ll251;REB turn cur 

50 r off and clear screen 

41 H2=19:V2*11;REA Initial Horizontal 

and Vertical co-ordinates for hall 

50 GOSUB 35fl:*EM Fill the screen with 

a background of Letters 

60 GOTO me:R£fl Start loop, printing t 

lie ball at its initial position 

70 REM lain loop starts here: 

SB GOSUB 15fl:HEH Get new horizontal an. 

d vertical co-ordinates. 

90 POSITION j|1,¥ls! CHR$ C Q.) :REM erase 

ball by printing background over it 

100 LOCATE HM/Z,B:AEK Store bactgroun 

d character on which the balL will lan 

110 POSITION H2,V2:? CHR$120) ;AEN Prin 

t the ball . . u< . 

120 H1=H2;V1=V2:REK Res*t HI and VI to 
neu position, ready for next <ycle 
15B GOTO Sfl 

H0 REH Subroutines start here: 

156 s=STICKl8):AEH Head position ot ]o 

mU S=15 D THtl GOTO 150:REN pa notM 
ng if stick centralised_ 
170 REM Find next position for the UaL 
L to be printed: 



will then erase the background at that 
position. When the time comes to 
move it, we re-print the original 
background data, which erases the 
moving character and restores the 
background - all in one go. 

Although it sounds fairly simple, it s 
a very complicated thing for a com- 
puter to do. Consider this statement: 




In ordinary English, it means: Move 
the cursor to a position 10 columns tn 
from the left and 20 rows down. Read 
the character currently occupying that 
spo t and store its code number in a 
variable called Q. . . 

If, for example, the letter A is cur- 



160 If THEN GOSUB 270:GQTO 260:HE 

190^% THEN GKUB 27BtfiOSUB 110:60 
TO 26G:REM Up/right 

200 IF 5-7 THEN GOSUB 31&:GOTO 26fl:ftEM 

2lJ 3 lF S^THEN GOSUB 298:GOSUB 33&:GQ 

TD 260:REH Ddyn./right 

228 IF SMI THEN 290;GQTO 260 - Rt 

23|°|? S=9^TNEN 60SU9 29fl:GOSUB 330:GO 
TO EfiBiRER Down/Left 
m IF S=11 THEH GOSUB 330:fiOTO : fl-E 
H Left only 

250 H *MI THEN GOSUB 27fl:t0SUB 3-30 ; R 
EM up/left 
260 RETURN 

in If i\>\ THEN V2=V1-1:U« Prepare t 
<j iiove up, if thire's rood 
280 RETURN 

290 IF V1<22 THEN V2=V1*1:REM Prepare 
to lOVt doun, if there'? room 
300 RETURN 

318 if HK3& THEN HZ'HWI :HEH frtpare 
to nave riflht, it there's rooi 
320 RETURN 

m IF H1>1 THEN H2*H1-I:RE* Prepare t 
o move Left, if thtrt'S roon 

350 FM ( MI>1 TO 22 = FOR C0LtHW«Z TO 37 
360 POSITION COLURN^ROW:? CHHS<R0W+6*> 
37fl NEXT COLUMN : NEXT RQU 
38G RETURN 



Program Example of joystick control 
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Series j 



rantlv sitting at coordinates in ?n ,k D 

unduie u 1 can have anv eaar 
name you choose. 9 

Here's how it works fn practic* 
««mg the ball - Ascii 20 ^ Tour 
movrng character. We'fr | et the baZ 
cur ram posrtJon be M,V1 and | te ne w 
Portion H2.V2. Also, for convenfencT 
let - pretend the values for H2 an W 
a * updated by an rmaginarv 
subroutine at Ifne 1000, Our program 
might look like this- P 9 am 



20 
30 

70 



GRAPHICS 0 

EmWr 1 " «««« 

GOTO 21 



We start the program by tellino tha 
computer what graphics mode W e'rl 

LOCATE command won't work Ne*t 

?/- V * . ,h f n J ur "P '"to the middle of 
the mam loop at line 60. 
This line reads the background cha- 

™n b f' S initfal '"'Won and 
stores it in Q. Line 70 prints the hall 

and line 80 sets W«rfOTf£bft 
current coordinates. Line 90 then S e s 
the game loop running. Line 40 
executes our joystick subroutine and 
returns with the ball's new coorfr 
nates in H2. V2. coordi- 

Line 50 erases the bait by restoring 
the original background data he 
t a T:i ^^ciicode ifheid ^ 
Line 60 identifies the bar* 
ground character which is curremlv 
sitting at the ball's new destine™! 

n ' 7 and stores 'ts Aseii number in 
a raphe, ng the prev i ous value D6 L ^ 

™ prints the ball at H2.V2, and this is 
where we came in. 

wJ^^?!. 6 pr0Cess wi " re P e * ""til 
Break or P R^ Pr09ram hV P ress ^9 
*t™£ * '"»V working demon- 

thin™ » ' but WeVe ^arranged 
things to give you a bit more practice 

seek control system - tines 150 to 340 

nso to W ? mT d ri The firs « »*«>utl" 
27o , S Ca " S other coroutines 
(270 to 340) as necessary, before 



returning to the main-line code at line 
Because lines 150 to 340 are now a 

i£^n routine easii ^ "*° 

of^^nf " bsck ?™"« - * Pattern 
of cap, mi i ette _ is a|SQ drawn 

subroutine, this time at line 350 You 
can easl , y hange H tQ *J You 

tern or background you choose - a 

t „, ?^ P £.~ us '"9 control charae- 
I ?„ Utll " v P f 09r5T> we gave you 
m Part III - the March 1988 issue of 

Turn to Page S2 ► 



Oraw the background 



Set the bail's initial 
position (H2,V2) 




Erese the baff by 
printing the origins! 
background character 
at Hl,Vl 



Store the background 
character which Is 
currently occupying 
position M2, V2 



Print the ban at 

H2,V2 




Reset HIM & point 
To the ball at H2 t V2 



Figure t: Ffow chart describing Progra 



m i 
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4 From Pago 51 

Atari User - takes the drudgery out of 
this. 

Another use for LOCATE is to detect 
when your moving character has hit a 
target of some kind. Try adding these 
lines to Program I: 



115 IF fl=7Z THEN GOSIB 530 
5fl® S0UN& 0,150,10,6 
510 FOR «=1 tO 20: NEXT U 
$20 SOUND 0,0,0,0 
530 RETURN 



Now you'll get a short beep 
whenever the moving ball lands on a 
letter H. if you want the hit to produce 
a more exciting result, just change the 
code at line BOO. Aren't subroutines 
wonderful? 

If you want your moving character 
to destroy only certain symbols in the 
background picture without disturbing 
the rest, that* s easy too. Try changing 
line 100 to read: 

| IBB 10 cm H2,^ f Q:IF a=77 FHI^ 1=17^ 

If the ball now lands on a letter M r 
the value stored in Q will be changed 
from 77 - the Ascii code for to 32 - 
the code for a blank space. So next 
time the ball moves it will leave a 
blank space behind it. You'll find, 
therefore, that the ball wipes out every 
M but doesn't disturb anything else. 

We're fast approaching the stage 
where we can write real arcade 
games, and our programs are conse- 
quently becoming more complex. 
Computers can follow the most tortu- 
ous listings without difficulty, but 
human programmers tend to get lost 
in the maze. So now's a good time to 
introduce a system of diagrams which 
makes it much simpler to keep track of 
things. 

Look at Figure I on the previous 
page. It shows the operation of Pro- 
gram I in simplified pictorial form. 
Notice how the diagram corresponds 
to REMarks in the listing, and try 
checking the program's operation 
against our written explanation. The 
pictorial flow chart is much easier to 
follow and saves an awful lot of 
writing. 

Professional programmers use a 
whole range of symbols in their flow 
charts, but we can get a long way with 
just two, rectangles for operations and 
diamonds for decisions. Diamonds 
always have two outputs, correspon- 
ding to yes and no, while rectangles 



have only one, corresponding to done. 

Basic is one of the few languages 
that doesn't demand an accurate flow 
chart before you start programming - 
it's very tolerant of variations in con- 
struction and layout. As your pro- 
grams become more complicated, 
however, you'll find that ti me spent on 
designing it - by flow chart or other 
methods - will save many hours of 
trial and error and the end result will 
be tidier, shorter and probably faster 
Now let's turn to a topic that will 
help you to produce more realistic 
games - the use of colour. Deep i nside 
your Atari is a group of memory 
addresses called colour registers. 
Whenever the computer draws a 
screen they tell it which colours to use 
and what to use them for You can 
change the contents of the registers, 
and consequently the colours dis- 
played by using SETCOLOR* 

For convenience^ and to avoid mis- 
spelling - this command can be 
abbreviated to SE. - Basic will write It 
out in full when the program is 
LISTed; Its format looks like this: 



The first figure after SETCOLOR 
identifies which register we want to 
alter. In Graphics 0 we can use only 
registers 1 , 2 and 4 but these enable us 
to change text brightness, background 
colour and border colour respectively. 

The second figure specifies the 
colour - or hue - to be used and can 
have any value from 0 to 15. Figure II 
shows the hues available using Atari's 
own words, but you may disagree 
with the descriptions. In any case 
there's no absolute standard - many 
TVs and computers will inevitably 
produce different results. 

The third and final figure in a 
SETCOLOR command controls the 
colour's brightness, and it can be any 
even number from 0 to 14. Changing 
this level has a marked effect on the 
perceived colour. For example: 



SETCOLOR 2,12, A 



will turn the background a dark green, 
whereas: 



SE'COLOB Z,12,U 



will turn it bright yellow, even though 
the hue number is the same - 12 - in 
both cases. 
Program ll lets you use a joystick to 



• 
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experiment with colour registers 1 2 
and 4. Press the trigger to step from 
one register to the next, move the stick 
up or down to change the hue value 
and move it left or right to change the 
brightness lever. If things get out of 
hand, pressing Reset wilf auto- 
matical restore the screen to its 
normal condition. 

All our programming so far has 
been done In Graphics Mode 0, which 
is comparatively limited in its use of 
colour. 

Text is always printed in the same 
hue as its background, but at a differ 
em brightness level. You can make it 
very dark, very bright or invisible, but 
that s a bout the limit to special effects. 

For genuine multi-colour displays 



we must enter a new dimension: 



0 


Black 


1 


Rust 


2 


Red-Orange 


3 


Dark Orange 



Red 



5 




Dark Lavender 


6 


Cobalt Blue 


7 


Ultramarine Blue 


8 


Medium BJue 


9 


Dark Slue 


10 


Bfue-G rey 


11 


Olive Green 


12 


Medium Green 


13 


Dark Green 


14 


Orange-Green 




Orange 



Figure It: Colour values - second 
parameter in a SFTCOLOFf statement 



10 GRAPHICS T 
20 PRIfff #6;'TeSt' 



When you run this something very 
peculiar occurs; The screen first goes 
Wank then splits into two parts - a 
large bfeck area, and a smaller blue 
one at the bottom - with the normal 
HEADY message printed in the blue 
area as it would be on a Graphics 0 
screen. 

The word TEST appears in large let- 
ters at the top of the black area, but 
rnstead of being printed exactly as in 
line 20, air the letters are in uppercase 
and each is a different colour 

Change line 10 to GRAPHfCS 2 and 
something similar happens, but this 
time the coloured fetters are twice as 
large. 

ff you've followed this series from 
the first part you now know enough to 
write your first actfon game, and that's 
he best way to practise what youVe 
learned. 

Turn to Page 54 ► 



10 REM Program II; Experimenting with 
Colour register* in Graphics 0 
20 POKE 752,1;? CHRK125J :R£M Clear sc 
reei and lake cursor invisible 
30 R=4;HUE=§:SHADE«8:€0T0 U0:fiEH [nit 
Talis* colour variables 
40 IF STRIGUM THEN SOTO 80 : ffEH Bran 
eh if trigger not pressed 
50 If »=1 THEN* H^rGOTO Ufl;NEH select 
next colour register 
60 H R=3 THEN R = 4:G0TO U0 
H IF fi-4 THEN R*1;6070 140 
80 f S=SriCKC0):REM Read joystick in por 

ffl IF S=15 THEN GOTO 4fl:REN Loop hack 

if stick centralised 

100 IF S=K THEN IF HUE<T5 THEN HUE'HU 

E+1 r GOTO U0:REH Joystick "up" 

710 IF Sa|3 THEN IF «U6>0 THEN HUE^HUE 

-?:60TO UBim Joystick 'dcun' 

1^0 IF 5=7 THEM IF SHAJ)E<U THEN SHADE 

sSHAK+ZiGOrO HI: REN Joystick Vigfir 

131 IF S=U THEN IF £HADE>0 THEN SHADE 

= SHADE-2:REM Joystick 'left' 

140 POSITION 3,10;? 'COWHAND = SETCOLO 

R ";ft;V;HUE;'/;SHACE; ri " 

150 SETCOLOR R/HUE/SHAPE :REH Cfiange til 

e screen colour as ordered 

160 FOR |M TO 50:N'EJCT W:R£M Shprt del 

ay 

178 GOTO 40 



Program If: Colour demonstrate 
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Putting it into practice 



As 3 n exercise, try design^ an d 
iriting a program to meat these 
specifications: 

character to draw a city street 
plan. 

* insert fuel dumps, airfields and 

F fAsc/' 70>, A fAscu SSI and S 
(Ascii 83>- 

mUsea + character (Asf 79J to fly 
Zound the screen under joystick 
distorting the 

background 

pressed, make trie 
ennganA,Forb,aa 

soun i a ^JTe cross mo^es. 
behind when we c™»» 



. Nea r the 

ped and tn f ""l is pverv time 
achieved, updating thts every 

the trigger is pressed. 

after 20 tombs 
m End the game aner *u 

have been dropped- 

from PW^Ji ZZou a on 
- Program II w '"^Vihe trigger 
now to incorporate the tngg 

feature- h added as 

ThB TlTJer toUhelLstep 
subroutines later JMt !f} _ 

, B best included as part or we 

" ne C ° de , \l%and\Tieration, 

Basic. 



• Next month 
we'll explain 
what's 
happening 
in our 

demonstration 
and show how 
easy it is to 
produce multi- 
coloured 
animated 
displays- 




ARE YOU MISSING OUT? 

YuuVe got lot$ of questions about yt>jr computer but don't 
know who to ask! We do! YouVe noi sure which software is best 
for your application? We do! You'd like to keep up to date with 
new releases and be sure they are a good buy, but who's going to 
tell you? We will! 1 You would love to get to know other Atari 
enthusiasts, but you don't know how! We do! You want to get 
some of that 'Public Domain 1 software you've heard about, but 
where from? We know! You don't want to feel li ke you're the 
only Atari owner in the world, but where can you turn too ! Well, 
we can help! Great, but who are you?? 

We are the largest (and oldest) Atari Computer Owners Club 
In the U.K. For just £5.00 per year you get help, assistar.ee, hints, 
tips, friends, pen pals, access to PD software, up to date 
information, games, utilities, hardware projects, software 
renews, programming tutorials, and a glossy dub magazine 
every quarter. 

A club magazine as well!! One of those photocopied things 
that is unreadable, eh! Well no, it's professionally produced, just 
like this magazine you Ye reading. It's called MONITOR, you may 
have heard of it?'Yes, friends of mine have read it and say it's 
great! How do I join the dub and get my copy of MONITOR? 
Easy just send a cheque or postal order for £5.00 to the address 
below requesting a four issue subscription. Overseas 
membership is £8.00 {surface) or £12.00 (Airmail). 

You won't be disappointed! ! 

The U.K. Atari Computer Owners Club 
P.O. Box 3, Rayleigh, Essex, 5S6 SLR 

Independent User Group 



C. S. Software 

IF YOU SEE CHEAPER, WE WI LL BEAT THE PRICE I! 



TITLE 

Cbuiei 

Fraffiaitar al rm Ta* 

Fiow Hatt 

Patfenfi Pontoon 

Bmca 1*4 ..„_»,....,„ 

ZOfrt 

Tomihttrtt 

Sp* Hun»f 

Ag» ol tm 

Stfo n»/Tl II 

J5Z16 BUt* 3t 

£fiisn Barer nni 

L^ho DwrttgPrti. 

dufflUC _ 

Otr«*<i M 

BLmmw Gimoi 

Druid 

MQflMIuffla'l RBVBngt 
Sitonl Swvte* ' 

*i '«*1DIC 



CAS* 

y.to 

....7.85 
....7.K 

7.40 

i £.50 
■,.,7,» 
....7.SO 

7.14 

7.W 

7.S6 



.7.i& 
.7.BD 
.7.SO 

.' LK 
.■L1C 

.7.B0 

7.50 



use 

12.W 
17.40 

12.50 
IPSO 
1 ' DO 
12.60 
1?40 
12.M 
12.49 

1 2,4$ 
1 MID 
«.<0 
12*0 
12.40 
12.49 
12.40 
1 ■ CO 



TITtE 

no 

Gouldtidult _ 

toUdwMih II 

Ningi 

Sup*rmtn 

On U*. ,„, 

BoutI} Hod 

Sfri* Paktr 

Pf Wit ■■ 

Sp^d to* — 

P»nfrwr 

* f i Hgui* 

JlVDfHlJ Hfn 

Spwa StKJit 

O*c*^ion 

Qui? Dkw 

Colony 

F»ud 

Lmslw CHHi nfl i . 



cass 

2 e>5 
2 05 

.265 
...2.155 
2 6S 

s as 

2.15 

2 05 
2 05 
2 Mi 

...1.75 

' y$ 

1.75 

....1.75 
1 75 
1 75 
.... 1.7* 
....1.75 
....1.75 
....1.75 



All tSfrwW* prcwi incut* Pa»ao* arc Piduig * VAT {Dhthu rid £'. gc|. Pfeu* und SJLfc K* M pAtm 
■b Al Kxnutr* non-Mly fa*wtm<i wriiln 24 ta,n bur p«**4 Mkm 7 diyt. Subima n AvaMrhtf. 
ATARI VC'i AMD ST SOfTWABt ALSO SUPPLIED 
fViT* rrwsp C-tWTjLWi iraf P f5. i ptijratila 4?;. 

C S SOFTWARE lOnpl AUJ Urwhln Firm, iwAlnghim Rwd, Wrihltabury, horthymta HN12 IW 



ATARI REPAIRS 



Atari Approved Service Centre 

AH Atari products repaired, Computers, Printers, 
Monitors, Disk Drives etc 

Atari trained engineers 

All work fully guaranteed 

Free estimates 

AVON MICRO CENTRE 

Unit 4 1 Western Road Industrial Estate, 
Si ratf ord-u pon-Avon, Warwickshire CV37 OAH 
Telephone: 0789 
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Mdlbagb— 



LETTER 



/ THINK that I may be in a 
position to help Mr C. V. 
Howarth solve his problem 
with Alternate Reality: The 
Dungeon that he mentions 
in the Hints and Tips section 
of the March 1888 issue of 
Atari User, 

Firstly, the item which he 
needs to use to pass 
through deaths doors is the 
portai access card. 

This wiii be given to him 
by Acriminiraf in exchange 
for the staff pieces from the 
prisoner on fevef one, King 
Danjor on level two and the 
dragon on level three - it 
requires the bloodstone 
before it will give up its 
piece. 

Secondly, the River Stonz 
may be crossed at any time 
after midnight and before 
the first hour, provided that 
the boatman is paid with 
copper. 

Thirdly, Morgana 's tiara 
should not be given up to 
the clothes horse on level 
two. By wearing the tiara 
lost hit points are restored. 

The clothes horse will 
settle for a sweater or a 
cloak provided you have 
nothing better, otherwise it 
wilt take your finest item of 
clothing - especially if it's 
magical. 

Finally, does anyone 
know the name of the gar- 
goyle on fevef three? - Mike 
Ward, Warley, West Mid- 
lands. 

Crashing 
worksheets 

AFTER reading the review of 
the Swift Spreadsheet from 
Audiogenic in the March 
1988 issue of Atarf User f 
thought I'd point out a prob- 
lem that I am having with it. 

When you are saving and 
loading worksheets they 
appear to save accurately 
and load every ceil properly. 
However, problems occur 
when the worksheet is then 
worked on further - the pro- 



DEEPER INTO 
THE DUNGEON 



gram is prone to crashing 
with odd garbaged mess- 
ages appearing. 

This bug does not occur 
all the time, but is quite 
common and very frus- 
trating. 

The spreadsheet is 
potentially powerful and 
easy to use, and offers good 
value for money when you 
compare it to the more 
expensive Vis i Cafe and 
SynCalc, 

I have written to Audio- 
genic but received no reply 
and I have talked over the 
phone to Metamorphosis 
Development - the design- 
ers of the spreadsheet - 
who were helpful but unable 
to cure my problem. - W. 
Charles, Winch Wen, 
Swansea, 

• Have any of our readers 
experienced this problem? If 
you know the cure, please 
write in. 

Getting 
that hash 

/ AM very flattered that my 
tetter was chosen for publi- 
cation In the March 1988 
issue of Atari User / found 
your attached comment 
however, didn't seem to 
square with my experiences 
at the keyboard. 

I have an 800XL linked to a 
1050 disc drive chained to a 
Panasonic KXP-1081 printer 
via a graphics interface. 

ff I use the Atari Writer 
word processor I found, as 
you say, that the hash sign 
is printed out as a £ but dis- 
played on screen and again 
in preview mode as a hash. 

Using Mini Office If, 
however, if I key hash - 
Shift +3 — the pound sign 
appears on the screen, even 
if the printer is switched off 
and disconnected from the 
micro. It is also output in 
both preview and print 



modes. Finally, your reply to 
one of the letters In the 
March issue surprised me. 

Although the SMMS04 is 
not a commonly advertised 
printer for the 8 bit Atari, it 
will work correctly for text if 
a Centronics type interface 
is connected. - J,E. Robin- 
son, Mi Mom, Cumbria, 

Keys still 
available 

WHEN I read the matlbag 
section in the March 1988 
issue of Atari User I noticed 
a letter from someone who 
is having the same problem 
as me- broken keys on their 
1010 tape recorder. 

I wrote to Silica Shop - 
enclosing a postal order for 
the required amount — but t 
was most upset when they 
wrote back to inform me 
that they had stopped 
selling replacement 1010 
keys. 

After a dozen or so phone 
calls t found someone who 
sells them - A S. Wooten & 
Son, 116 Edleson Road, 
Crewe, CW2 7HD. The keys 
are £1,50 each and £1.60 
postage and package for up 
to four keys is required. 

Could you please tell me if 
a tape version of Monopoly 



WIN A 
TENNER! 

f AC * m °*th we win 

^ost interesting fitter! 
sent to u Sj a "Biters 

So now there's more 
reason than ever 

***t» to oJZff^ 
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Mai "bag Editor 
Atari User 
Europe House 
Adfington Park 
Adlington 
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is available and where I can 
get it? - Bryan Poll, 
Barnsley, South Yorkshire. 

• We've checked with Silica 
Shop and it still sells the 
keys. They are £1.12 each 
and £1,50 postage and pack- 
age must be included. 

We don't think there is a 
tape version of monopoly. 

Mini Office II 
on SpartaDos 

I HAVE a 1050 disc drive 
with a US doubter fitted and 

Turn to Page 56 >■ 



DOUBLE TROUBLE 



/ HAVE just typed in the 
excellent 3D Plotter pro- 
gram from the March 1988 
issue of Atari User and I 
came across what seems a 
slight error in the fisting: 
Line 800 has been 
duplicated and it re-appears 
on line 790. It should read: 



793 PLOT X(PQI\'V )-160,Y£PQ 
INr,f):DRAUTQ MPX,HPY 



Once this has been altered 



it runs correctly. Thanks for 
a superb program - it has 
brought many hours of fun. 

Has any reader figured 
out how to dump the 3D 
image to an Epson or 7029 
printer? - Mark Wilkie, 
iMarske by the Sea. 
• Unfortunately, as the 
magazine was put together 
the listing was scrambled 
slightly. 

We are sorry for any 
inconvenience caused. 
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I was wondering if it is pos- 
sible to transfer my Mini 
Office if files to a SpartaDos 
format. 

it would be nice to have 
the high speed had facility 
on such a super program. — 
Alexander Mellor Brooke, 
Cheadle Hulme r Cheshire, 

• Mini Office H works very 
well on nearly all disc 
operating systems including 
Sparta Dos. 



MAPS COME IN HANDY 



f WOULD tike to thank you 
for the excel tent article 
about Spellbound that 
appeared in the March 1988 
issue of Atari User, 

Not only was the map 
very weif presented, but the 
hints and tips were very 
useful in allowing me to 
complete this super mini- 



adventure for the first time. 

Also in the same issue 
was the map of Mercenary: 
The Second City. Although I 
have never played this par- 
ticular graphics adventure i 
am now thinking about 
getting it as the map makes 
it iook like a very enjoyable 
game. The reviews section 



Is always a firm favourite of 
mine and I was overjoyed 
when you started to use 
colour pictures again. The 
new layout looks superb as 
does all the magazine. 

Thanks for a very inter- 
esting and informative read. 
- Sean Canning, Man- 
chester. 



Cartridge 
connection 



/ USE an assembler/editor 
cartridge quite a lot and find 
that i am having to con- 
tinually plug it in or out 
to program in Basic. 

I am concerned that the 
wear and tear on the edge 
connector will ultimately 
lead to unreii ability. 

Would it be possible to 
build a gadget which would 
mount a cartridge and sit 
se m i-pe rma nently outside 
the micro? It could then be 
brought in or out of action 
by use of a simple switch. 

Also, a more complex 
system could be built to a 
accomodate more than one 
cartridge and allow them to 
be switched in or out as 
required. - R.G, Bryer, 
Ashtead, Surrey, 

• The subject of this gadget 



has been looked at before 
and only a simple circuit is 
needed to allow a number of 
cartridges to be mounted 
together on one cable, 

The components would 
make this a rather expensive 
device, but if enough 
readers write to us to prove 
that demand is sufficient 
we'll reconsider it. 



More gadgets 
on the way 

IN recent issues of Atari 
User there haven't been any 
gadgets by your resident 
expert ten Golding. Has he 
stopped building them? - 
Dave Manning, Reddish 
Stockport. 

• Len has been having a 
rest recently, but he pro- 
mises to build us some 



Cartridge-only cable 



IS there an effective way of 
interfacing software like 
Mini Office II to a printer 
without an expensive 
interface unit? 

i successfully buiit and 
installed the Epson interface 
from the April 1987 Gadgets 
series in Atari User but the 
software seems to overwrite 
the driver routine that I 
installs - P.6. Lord, Sutton 
Coldfield p West Midlands, 
• Whenever your micro is 
switched off anything that is 



In ram is lost. When you 
load most machine code 
software you must initiate a 
boot load by switching off 
your micro and holding 
down Option when you 
switch on. 

This means that the 
original driver software is 
lost so H as the article states, 
the cable will only work with 
commercial cartridge-based 
software and unfortunately 
not with disc-based soft- 
ware like Mini Office II. 



more interesting and inven- 
tive gadgets soon. 

Pascal 
alternative 

I OWN an Atari 8QQXL and 
1050 disc drive. Can you 
please teif me whether or 
not there is a software pack- 
age that would enable me to 
use Prospero Pascal and, if 
so, how much it is and 
where i can buy it from? - J. 
W. Brezezinski, Spital 
Tongues, Newcastle-Upon- 
Tyne. 

# Unfortunately, this par- 
ticular program is not avail- 
able for the 8 bit Atari. At 
one time Kyan Pascal was 
easily obtainable, but it is 
now very difficult to get hold 
of. 

You could try getting the 
Action! cartridge- based lan- 
guage. Although it's not 
identical it does offer similar 
features to Pascal. 

It is a sort of hybrid 
Basic/C and is available 
from several advertisers in 
Atari User. 

Happy 
beginner 

UNFORTUNATELY I was 
late in discovering Atari 
User, but 1 now have a 
regular order with my news- 
agent so I don't miss it. 

I recently bought the back 
issue pack of magazines 



from May 1985 to Novem- 
ber 1985 and was absolutely 
delighted with Mike Bibby's 
articles for beginners. 

I'm physical iy disabled 
and so started using a com- 
puter when i could no 
longer work. Being a novice 
at computing, the series was 
a great help to me. 

Please convey my thanks 
to Mike for explaining things 
so clearly. Also, thanks for a 
really terrific magazine. - 
Wilma Smith, Aberdeen, 

XMM801 

printer 

problem 

/ RECENTL Y bought an Atari 
XMM801 printer and it was 
superb for word processing 
and listing Basic programs, 
However, a friend lent me 
Print Shop by Broderbund 
and i have found it impos- 
sible to get it to print out. 

I have tried all combin- 
ations of options to no avail, 
so coufd you please tell me 
what the XMM801 is 
equivalent to? And is it pos- 
sible for this program to 
work on my printer? - Karen 
Segar, Stockport, Cheshire. 

#> Unfortunately, as with all 
Atari printers, the XMM801 
is unique. Atari has for some 
reason designed printers 
that don't work with 
commercial software, and 
Print Shop will not work 
with your printer no matter 
what preferences you 
choose on the set-up menu. 
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Long wait for a drive 



Italic on tap 

WHILE I was working with 
Mini Office it on my 800XL I 
discovered that pressing the 
inverse video key causes 
any typing that you do after 
to be printed out in italic. 
Pressing this key again swit- 
ches you back to normal 
print style* - A. Ft Hazzard, 
Swindon, Wilts. 

Dipping into 
the toolkit 

AFTER reading the advert 
for the Atari User Toolkit t 
decided to send off for the 
disc version. I'm very 
pleased with it and I now 
use it every time f program 
or type in magazine listings. 

The renumber utility is 
very useful and the variable 
name change feature is an 



excellent idea. I find the way 
that it switches itself out 
when you run a program is 
great, and its so easy to 
install once it has been 
haded - just press System 
Reset - Philip Marsh, Mid- 
dlesbrough, Cleveland. 

The catch 

t BOUGHT my children an 
Atari home computer for 
Christmas and a copy of the 
January 1988 issue of Atari 
User. / found it an excellent 
publication, but i didn't 
understand one of the 
instructions on a Five Liner 
program - an unusual cha- 
racter on fine 3 of Catch. 

Can you please help? - 
Peter Brown, Harpertden, 
Hertfordshire. 

• The character you are 
having problems with can 
be obtained by pressing the 
inverse character key and 



WHY on earth did Atari stop 
producing the 1050 disc 
drive, especially since the 
new one isn f t even 
available? 

Each month I am allowed 
out of my straightjacket to 
read your masterpiece of a 
magazine, but with dismay I 
find no mention of the 7050, 
and no news of the release 
of the new drive ever graces 



then Control + N. A full list of 
these control characters was 
in the February issue of 
Atari User* 

Epson drive 

/ OWN an 800XL and TOW 
tape deck. Recently I was 
offered an Epson 5.25 floppy 
disc drive and was told that 
It was double-sided with a 



the pages. Please could you 
tell me what exactly is hap- 
pening? — Martin Tiller, 
Oxford. 

• Atari has had some prob- 
lems with the new drive, but 
claims it will be available 
soon. The classified section 
of Atari User contains many 
bargain offers including 
1050 disc drives. 



one megabyte storage 
capacity. Could you please 
tell me what interface I 
would need to get it working 
on my Atari? - D.E. Fogerty, 
Salisbury, Wiltshire. 
A Unfortunately this disc 
drive will not work easily on 
your Atari and an interface 
to make it work would prob- 
ably cost more than a new 
Atari drive. 
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The trilogy 






Three of Level 9's most acclaimed adven- 
tures - Lords of Time, Red Moon and The 
Price of Magik - come together in one 
package. Each has been enhanced and enlarged 
with more text than ever before - 60,000 mind- 
expanding words creating magik and mystery 
round every corner. There's a powerful new 
parser, and most disc versions include stunning 
digitised pictures that help to dramatically 
heighten the atmosphere. 

What the press have said: 

LORDS OF TIME: "Destined to become a classic" - 

Computing with the Am s trad. 

RED MOON: Best Graphical Adventure or Best 
Adventure of the Year-Zzap 64, Crash, Amtix, C&VG, 
CCl and Amstrad Computer User. 

THE PRICE OF MAGIK: "Another superb adventure. . . 
their best yet" - Commodore User. Also a Crash 
Smash, 

SOFTWARE 

Europa House, Adlington Park, 
Adlington, Macclesfield SK10 41SIP, 

ENQUIRIES: 0625 878fl88 ORDER HOTLINE: 0625 879920 



Interactive fiction 
from V 0ii0l Q 
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StfGGft shuts from 
Atari ST version 



a Wink, nltiE twiiit U to Hi k !ki uWt tat 
C rfiMj tn runt a * hi, M tan in * 
mi mfni fciir ii w Ui all if oft, 
Gill 



Spectrum (cassette) Plus 3 (disc) 
Commodore 64 (cassette or disc) 
Amstrad CPC (cassette or disc) 
Atari XL7XE (cassette or disc) 
Amstrad PCW (disc) 
Apple II (disc) ^ 

£14.95 



Atari ST 

Commodore Amiga 
Macintosh 

Amstrad PC r IBM PC 
and compatibles 

£19.95 



Available from all good stockists or order direct by sending g 
cheque or postal order made payable to Mandarin, together with 
your name and address. Price includes P&P. Access/Visa owners: 
Phone our hotline or send your card number with your order. 



ONE of the best known software 
houses producing games for the 3 bit 
Atari is Tynesoft. Based in Blaydon, 
Tyne & Wear, it is constantly bringing 
out quality new software to add to its 
already impressive range. 

So it was with eager anticipation 
that I went to have a chat with David 
Croft, Tynesoft's head of software 
development. 

The main topic of conversation was 
the development of its new sports 
simulation. Said Croft: "We were 
determined Winter Olympiad 88 
would surpass all other sports simu- 
lations in terms of realism, payability 
and visual presentation". He said this 
was Tynesoft's most ambitious 
project to date r with versions being 
produced across as many computer 
formats as possible. 

To make this possible all other in- 
house work was halted and pro- 
gram mers, graphic artists and free- 
lance people alike got together to 
decide the game's format. The first 
step towards creating it was to spend 
lots of time watching videos of winter 
sports and deciding which events 
would appear. They eventually settled 
for the downhill, bob sleigh, ski jump, 
slalom and biathlon. 

The actual programming fell on the 
heads of Brian Jobling (downhill), 
Chris Murray (bob sleigh), Mike 
Hedley {ski jump, s la Pom and biathlon) 
and Philip Scott was their graphics 
artist. It took the team three months to 
finish the program. 

While all this was going on, manag- 
ing director Colin Courtney was busy 
negotiating permission to use the BBC 
Television theme music from Ski 
Sunday. He also managed to get pro- 
gram presenter David Vine to write an 
introduction to the 1988 Winter 
Olympics to be included in the final 
packaging. 

Tynesoft is very optimistic about the 
game's future, It has already sold the 




The Tynesoft team with head 
of dev&hpment David Croft f bottom right} 

The Winter 
of content . . . 

NEIL FAWCETT meets the programming 
team behind Olympiad '88 



rights to Mindscape, an American 
company that will produce it under the 
name Winter Sports. So just how 
good is the game? You can find out by 
reading the full review by Bob 
Chappell on Page 26. 

Now let's take a look at some of 
Tynesoft's more established games 
and their authors. Brian Jobling, who 
has now moved on to his own com- 
pany, Zeppelin, wrote many of the 
company's successful games on the 8 
bit Atari, His first for Tynesoft - 




A scene from Phantom 



another sports simulation - was 
Winter Olympics, which sold nearly 
4,000 copies in its first month of sales. 

Phantom was another of Tynesoft's 
success stories. Written originally for 
the BBC Micro, it was converted for 
the Atari by Brian with music by Ian 
Waugh - a widely recognised micro 
music expert- It's an excellent game 
with everything you need - good 
sound, stunning graphics and, above 
all, addictiveness. 

One of the best programs to come 
out of the company is Mirax Force by 
Chris Murray, a very talented writer 
with many games under his belt, He 
wrote this one as a freelance pro- 
grammer but Tynesoft now has him 
under contract. Mirax Force is a won- 
derful sideways scrolling shoot-'em- 
up with digitised speech which really 
has you wanting just one more go. 

As well as producing very good 
software Tynesoft wraps its products 
in superb packaging. This is probably 
because it has facilities to do its own 
printing and make all the cassette and 
disc inlays. 

The future is looking very rosey for 
Tynesoft with the release of Winter 
Olympiad '88, Super Soccer - also 
reviewed in this issue - and the 
Microvalue HI pack. These Geordie 
lads definitely seem to know what 
they are about. 
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These two exciting compilations bring 
together some of the very best listings 
from the pages of Atari User. 

Whether you like games or prefer 
more serious pursuits there's 
something here for you — and you can 
also learn a great deal from examining 
and modifying the Basic listings. 



/ 



Ten 



of the Best Games 



wf%V - mr ouild the new nospiB*. 
classic arcaue a ^ doct or W' u 
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ONLY f* A .95 

each 



£4 



. . - or Just £1-95 each when 
you take out a new subscription 
to Atari User — or if you renew 
your existing subscription. 



Bounder was the game you liked best of ait. 
Now, in BOUNDER PLUS, we've made it even 
better - with SIX exciting new screens to test 
your dexterity. Bounce up and down on the 
springy trampoline to hit the many targets 
while avoiding the balloons, /XL and XE only.} 



TO ORDER PLEASE USE THE FORM ON PAGE 61 




|MA1I,HBPBR OOTEB gl 



Protect your Atari . 

wi th this luxury dust cover 
B^ :j MMMB^| for your Atari XE or XL . 
y*-— - _=^=^7^gfgS- I It's made of clear, water^ 
, ^ ^'^^Vi^ ^ U resistant vinyl and 
l^^a-^^aa M— 1 bound with strong cotton 

Only £3,95 

. . . a/id your Atari Users 

A year's supply of Atari 
User can be kept in this 
handsome chocolate 
brown binder 

Only £4.95 




Secure storage for 
your 
discs 



The ideal storage 
medium for your 
5.25in discs. 

The luxury padded 
PVC boxes are 
strongly made to 
protect your valuable 
discs and can be packed 
flat when not in use. 

Holds up to 60 
5 .25 in discs 




£4.95 



-Disc? storage box 

Huldn up to 60 6.25" disc* £495 709& 

Dust cover 

130XE £3,95 7031 

WO XL £3,95 7QS0 
Add £1 for Europe iuc EirWOverReag 



Atari User binder 

Add £2 for Europe ire Eirtf£7 OnorwM 



£4.95 7029 | 



ORDER FORM 



I 
I 

"J 



i Special price if accompanied 
" by suhse rip tio n or renewal 



All prices include postage, packing and VAT 
Overseas mndem dea patched by Airmail. 



Valid to 

31/5/8S 

£ p 



Annual subscription 

NEW 

UK £15 700 J 
Europe (iiicl , Eire) £1 8 7003 
Overseas (Airman) £33 7004 

Commence with 



FREE 

with auburiplirtn 
ftitTc one bra only] 



Atari ExeeuCard 
, Startjuake disc 
SUlTqujike tape 



RENEWAL 


7002 




7701 




770S 




issue 


7023 




7024 




7025 





Back Issues 

£1 .50 UK, £2.00 Europe & Eire, £3, 25 Oversea* 



January 1 987 
February 1987 
March 1987 
April 1987 
May IBS? 
June 19G7 
July 1987 
August 1987 



7403 
74 W 
7411 
7412 
7413 
7414 
7415 
74 16 



September 1987 
October 1987 
November 1987 
December 1987 
January 1988 
February 1988 
March 1 HHH 
April 1968 



7417 
741S 
7419 
7420 
7421 
7422 
7423 
7424 



Ten of the Bes t m& m 

Gemefl cUrc QgEjjj9 £4.Sn 7013 / 7014 
LtLlitiea diflc I £4.96 7017/7013 



Guild of Thieves 

Atari 800/1 30 disc 



£1495 7019/ 7020 



The Pawn 

Atari 8000.30 disc 



£14,35 703.1/7034 



Atari Data Ba nk m 

£16.99 7037/702$ C 



Atari ExeeuCard ^ 



£4.99 



Starquake 



Tape £4.95 
Disc £6,95 



7030 | | 
7GW7 j | 



Atari tteer Toolkit c« <B!> 

Tape £5,95 TOBi [ 
Disc £7,95 7022 [ 
Add £1 for Europe inc Eire/OverKeaB 

Mini Office II <™ w * 

Disc 400/8fXlO£lVXE f 48k) £10,96 7flW0 C 
Add £2 for Europe inc Eire/£5 for OveiBeae 



taadcrtt in Eumpu (inc fare) add £8. Ove-tkc^is 
add £4 per item unless ulhcrwiiiu indicated 



TOTAL 



Send lo: Data bass Publications, FREE POST, Europa Houai, 
Adllngton Park, Adlington, Maccltsfisld, Cheshire SKI 0 4HP 

(No stsmp nmtod It posted in UK} Plem* alkm 26 fop lor detvery 



Order at arty tlrn* o f tha day or night 



TeSephan# Qntets: M25 879420 



0B25 S799G6 



Qjtf*rc fly fires iei: 
Kty -so, than 8145eB3&J 



MtcfcLink/TeteCOfn Gobi 
72:MAG001 



Payment: please indicate method (/) 
| AoMtoVMatleK^d/Euiwaid/Bai^ 

Ma. I I I I I IM || I I I I 

I I Cheque/Eurocheque mada payable to Database Publlcatloni Ud. 

Name . . Signed 



Date 



Address. 



Corr'l fargm la piw yew na™, mddrintm Mid em«fl( t*tfS number 



. Post Code. 



ENQUIRIES ONfY; 0625 679940 Sam- 5pm 



TeL 



AT5 



XL/XE MOUSE 



AN ST MOUSE FOR YOUR 
XUXE 

Includes: Mouse, Art Package, 
Fast picture loader, 
Atari Arti$t/GAD translator. 
2 demo programs shew the 
use of the mouse in your own 
software. Supplied with afl 
operating information. 

All for 

£29.95 Post free 



\ LETTER 80 




COD service available for £1.50 



e'SHi OEM™ 

80-COLUMN WP ON SCREEN 

This hi It-feature letter/word 
processor supports standard 
Atari keyboard editing PLUS 
wordwrap, insert & 
justification, Address, date 
and ret, area also control search/ 
mailshot feature. Mouse/joystick 
operation with pull-down menus. 

Disk onfy 
£24.95 Post free 



LOBAL COMPUTER SERVICES 



108 Navigation Road, NORTH WICH, Cheshire CW8 1BE (0606) 782413 



OPENING OFFER AT 

THE TAPE CENTRE 



ATARI GAMES ALL AT £5.95 

K -gsiia (50 games) 
A Day at Eh* Races 
Warriors crf Raa 
Smash Hits £ 
Sinaah H ria 7 
Howar Bower 

Montezumas Hevange Corwt Game 
Spy v Spy Hacker 
Spy v Spy II TrBilblazar 



ATARI 2600 GAMES 



Superman 
Boukfardash 
BaukSardaah II 
Domain of the Undaad 

Zorm 

Jet Sal Willy 



ALL AT £7.35 

Enduro 
Freeway 
□hast: EuaEsra 
Pitfall 
River Raid 
Space Shuttle 
Tannic 
Rotjcrt Ta.rk 



ALL AT 

Dodg«nu, C*mn 
Be -g 

Wlztrd oi War 
Smurit 

V\it,I..UI 

Solar Fo« 

Must Trap 

Gorf, Donkey Kong 



Pl&as& make Cheques/Postal Orders payable lo The Tape Centre. 
Overseas add tl.50. 
Full pri-ce isl please send S.A.E. 

THE TAPE CENTRE 
29 Northwood Drive, Shepaned, Lough borough. Laics, lei 2 asL 
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£2.99 





£2.99 




No 1 In Charts 



RAVE REVIEWS 
ARE NO GOOD 
IF YOU CANNOT 
GET THE GAMES 



HERE'S HOW! 

See the review 
in this Issue 

r ™ ™ ™ ~ FriorIty orderTc5rm 

Please rush by return of post : 

Speed Ace 4BK @ £2.99 ire Pi P □ 
Zybex XL/XE ® £5,99 inc P&P □ 
Total 

Name & Address 



Make cheques + P.O. payable to; ZEPPELIN GAMES LTD. 

Send to: Zeppelin Gomes Ltd, 28 Osborne Rood, Jesmond. 
^Newcastle NE2 2AJ England 




Fig Forth is a lasl and vers at le 
language for ihe 6 Bit Atari with 
a minimum of 48k memory. 
Fig Forth comes with some 
useful sample programs. 
Rg Forth us&s afl ST Mouse 
with no hardware moditicaliorw. 

Fig Forth IS £14,95 Inc VAT 

Send a SAE for a full pries list 
ol public domain software 



PULS/AR 



SOFTWAftS LTO. 

Pultar Software Ltd 
4 Church Kill Ro*d 
East Bamet, Hirts. EH 4 STB 
Tel : 01441 0799 



A A 

ATARI IN MANCHESTER 

For the best selection of Software 
for your Atari Computer 
or Video Game Console 
visit 



ATARI WORLD 

15 Fennel Street, Manchester 4 

COppovile Victoria Station/Mi I Igal* Cur Park) 

Tel! &61-S34 4941. Open: Mon.-Fri. 10-6, Sat, 10-5.30 

Mail Otdbt with pluiura Stanp for eetalofue 
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Cut the hassle 
Cut the coupon! 




A GREAT OEAI MQrff* 

i 



X .1 



DEPARTMENT A T U 

JUBILEE DRIVE 
LOUGHBOROUGH 
LEICS LE11 OXS 
TEL: 0509-6 10 444 
FAX: 050 9- 6102 3 5 
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EXPERIENCE 
THE REAL THING! 

WIN A WINTER OLYMPIC HOLIDAY 
WORTH MORE THAN £2000 



V + 




WINTER OLYMPIAD'88 

Winter Olympiad '88 is 
undoubtedly the best winter sports 
simulation to date. It features the 
classic winter Olympic events; 
Ski Slalom, Giant Slalom, Two man 
bob, Ski-jump, Biathabn and Speed 
Skating. These have been depicted 
I in a way not seen on any home 
I computer before. The result is a 
I phenomenally realistic and 
I spell- binding game. 

m Avai lable on the fol lowing formats' 
> CBM64 t BBC/ELECTRON, 
ATARI £9.95 
5 • SPECTRUM, AMSTRAD, 

CI6/+4£Z95 
■ • DISK- BBC £1495 
k MASTER COMPACT £ 14.95 
| ATARI 8 BIT £1495 

ST £19,95 AMIGA £19.95 
IBM £19,95 
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ADDISON INDUSTRIAL ESTATE ■ BLAYDON TYNE& WEAR - NE2i 4TE TEL 09 1 414461 



